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Reveal has over a hundred exciting upgrade products, 
available at most major computer retailers. To learn 
more about us, zoom over to our Web site at 

http://www.reveal.com 
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So while other folks are scrimping to pay 
for a new Tyrannosaurus XL Super Computer 
that really does less than ours, we're able 
to handle braces, ballet and college funds. 


Who says you need a brand new computer 
to get things done? We're doing some pretty 
amazing stuff, just by adding a few affordable 
upgrades to the PC we already own. 















The other day, we watched a video of the Apollo 
moon landing with our multimedia encyclopedia. 
Incredible. My PC actually gave me goosebumps. 
What kind of people design this stuff?" 
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Editor’s Page 



Fredric Paul 


Coming of Age 

hat does the presence of adult themes and content—let’s be frank, sex—in main¬ 
stream computer games really mean? Does it mean that the industry is desperate to hook 
players any way it can? Does it signal an impending moral bankruptcy among game 
developers? Is it the gateway to Hell for unsuspecting fans of interactive entertainment? 

Could be, but I don’t think so. As contributing editor Don Steinberg makes evident 
in his clear-headed look at how nudity and other mature content is easing its way 
into popular computer games (“Games Grow Up,” page 38), players looking for a pruri¬ 
ent payoff in these games are likely to be seriously disappointed. While there are plen¬ 
ty of titles devoted to trying to turn on the man holding the mouse (see “Cybersex,” 
August 1994, page 34), by and large that’s not the point of games like Noctropolis, 
Phantasmagoria, or even Midnight Stranger. 

Instead, these titles use sexual themes and situations to expand the range of ex¬ 
periences they offer. That’s critical if interactive multimedia entertainment wants to be 
taken seriously. A communications and entertainment medium limited to fantasy 
role-playing, shooting, and abstract puzzles is doomed to a limited audience. 

Games like In The 1st Degree (see review on page 56) and Dog Eat Dog bring a new 
level of complexity to interactive entertainment. You may think making it all the way 
through Bob (see review on page 66) is complicated, but it’s literally child’s play next 
to prosecuting a high-profile murder trial or climbing the corporate ladder. And while 
most of the new breed of games for adults don’t yet deliver game play worthy of their 
subjects, even the attempt should help open the genre to new fans. 

Just as appealing, to my taste, are the first whispers of moral ambiguity. Most 
computer games make it immediately obvious who’s the villain and who’s the hero. That 
makes things easier, but real life is rarely so clear-cut. More than offing the bad guys, 
the really hard part of being a cop or a soldier—or even a wizard or a space marine— 
is knowing whom to hit and whom to help. 

As computer games inch closer to offering a full-range of experiences—from blast¬ 
ing aliens to mastering complex social skills—the ranks of players will grow to rival the 
mass audiences garnered by movies and television. 

Of course, the content will have to move beyond the ubiquitous white-male per¬ 
spective that currently defines almost all of these games. People who don’t fit that 
demographic can be put off by having to deal with the world in that role. Would it 
really be so difficult to let you play as a woman or a person of color? With the nation’s 
population evolving so quickly, expanding the potential market isn’t political 
correctness, it’s good business. 

Just one more thing: Let’s make sure that the games stay fun. A faithful inter¬ 
active recreation of the depressing sides of life might be great art, but I wouldn’t 
want to play. 

w 

Tell me what you think! Send e-mail to fpaul@iftw.com; fex me at 
41J-349-7482, or send snail mail to Editor, Electronic Entertainment, 

951 Mariner’s Island Blvd., Suite 700, San Mateo, CA 94404. 
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NON-STOP ACTION FROM A DIFFERENT 



Huge mission areas 
all rendered in SVGA 


Visible damage from 
every round fired 


(I Live-action video for 
character interaction 


Walk, run, jump, roll, 
crouch, and ambush 









Letters 


More & More Mac 

You guys are really cool. I noticed your mag¬ 
azine before, but I never bought it because it 
was all PC. Now that you’ve included Mac 
software on the CD-ROM you bundle with 
the magazine, you’ve earned yourself a 
devoted fan. High-quality offerings like Rebel 
Assault on the CD really add to the value of 
your publication. [Ed. note: The CD-ROM 
is bundled with all newsstand copies. The 
subscription rate to get the disc with each 
issue is $29.95 per year; call 800-770-E24U.] 
I’d still like to see more Mac games reviewed, 
especially since more publishers are porting 
PC games to the Mac. 

Just a few questions to end my letter: In 
your April Letters section (page 6), you 
said that Doom II would be available for 
the Power Mac. Will it also be available 
for 680x0 machines? Also, could you 
publish a listing of some of the more 
interesting mailing lists on the Internet? 
Your April feature (“get the ’net,” page 
40) intrigued me, and your address for 
David Letterman’s Top Ten List in May 
(Sharp Edge, page 12) got me even more 
enthused. Finally, what sports games, 
especially baseball and football, are avail¬ 
able for the Mac? 

Once again, you guys are the greatest. I’m 
eagerly awaiting the next issue. 

Mike Wallinga 
mlwall@eworid.com 

Thanks for the kudos. Actually, we’ve always 
covered Mac entertainment software, and we 
added it to the CD-ROM disc as soon as we 
could. The only reason you don’t see more 
Mac reviews in our pages is that most games 
still come out for the PC first. 

To answer your questions: Doom and 
Doom II will run on any Mac with a 68040 
processor or higher. Lion Entertainment is also 
5 developing a multiplayer utility that will allow 
^ network games of Doom between Macs and 
| PCs. Look for the Mac version of Doom from 
I id Software and Mac Doom II from GT 
Interactive Software by summer’s end. For 
Internet connections, see CyberHOT/ 


CyberNOT in Sharp Edge and Donald St. 
John’s new Wirehead column. We’re sorry to 
say that there are no new Mac baseball and 
football titles being released this year. —Ed. 

Pricey Games 

Can you tell me why commercial computer 
games are so expensive? I really hate buying 
a $50 game that is boring or not worth the 
money. I usually get shareware games off the 
Internet or local BBS. If I like them, I register 
them. If not, I just delete them. 

Joey Jenkins 

jxdu001@maristb.marist.edu 

The higher production values in today’s com¬ 
mercial games, coupled with increased pro¬ 
motion and marketing costs, mean that it can 
cost millions of dollars to release a hot new 
title. For example. Wing Commander III cost 
more than $4 million. Because the gaming 
market is still relatively limited, each copy 
must carry a significant portion of that 
expense. To avoid buying a lemon, your best 
bet is to read the reviews carefully or look 
around for popular older games at discount 
prices. — Ed. 

Doom II vs. Descent 

I don’t understand why Doom II is so 
popular. I bought it, but I don’t think it’s 
that great—there’s too much Satanic 
garbage in it. 

Interplay’s Descent is much more fun. It 
has an amazing 360-degree environment to 
fly in, and you get to save the hostages 
instead of seeing them impaled on a stake. I 
don’t understand why Descent doesn’t get 
more credit. 

Josh Hallman 
Rutherfordton, NO 

We think Descent is a great game, too. And 
we agree that rescuing hostages is a refresh¬ 
ing change from the typical “kill everything 
that moves’’ approach of Doom and its ilk. 
But we like Doom and Doom II a lot as 
well. If imitation is the sincerest form of 
flattery, the folks at id Software must have 


done something right to spawn an entire 
genre of first-person shooters. — Ed. 

Where’s the Max? 

Your magazine has the best game reviews 
and provides all the information I want on 
hardware and software. 

I have a complaint, though. In your May 
Tech Shop feature “Catch The Wave” 
(page 82), you reviewed several new wave- 
table sound cards. You included the 
Advanced Gravis UltraSound ACE, but 
you failed to discuss the same company’s 
UltraSound Max. 

I am pleased with my UltraSound ACE 
card but was looking forward to reading a 
review of the UltraSound Max. Why not 
include this sound card? 

Deric Panet-Raymond 
Erin, ON 

It is Electronic Entertainment’s policy to 
review the most recent products available 
from a particular company. The UltraSound 
ACE is slightly newer than the Max and is an 
affordable wavetable solution for people 
who don’t want to spend several hundred 
dollars on a new soundboard. — Ed. 


& 

Microsoft Scenes Brain Twister 

TotasaCMOM. 


Whoops 

Microsoft 
Scenes Brain 
Twister Col¬ 
lection, fea¬ 
tured in our 
May Spotlight 
section (page 
23), is avail¬ 
able as a Win¬ 
dows diskette, 


Got something you want to get off your chest? 
Do it! Write, fax, or e-mail us at: Letters to 
the Editor, do Electronic Entertainment, 
951 Mariner’s Island Blvd., Suite 700, San 
Mateo, CA 94404; fax: 415-349-7781; In¬ 
ternet address, e2Letters@iftw.com; and 
CompuServe: 73361,265. 
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Multimedia News 
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T hat odd ensemble of genius 
absurdists known as DEVO 
is back. But this time they’re 
taking on the world of multi- 
media with DEVO Presents 
Adventures of the Smart 
Patrol, a satirical adventure 
game from Inscape. 

Devised by band founders 
Gerald V. Casale and Mark Mothersbaugh, the scenario is typically DEVOesque, pit¬ 
ting the four young members of the Smart Patrol against evil corporate forces—in 
this case, the mega-bad-guy Rod Rooter. The hijinks take place in Spudland, which 
the Patrol must save from an outbreak of Osso Bucco Myelitis (literally, "swollen 
tailbone”). Only the Turkey Monkey can aid them with a cure. Familiar DEVO char¬ 
acters such as Boogie Boy join the frantic mix of live action and animation. 

Casale, DEVO’s chief lyricist (responsible for “Whip It,” “Uncontrollable Urge,” 
and the like), provided the title’s concept and teamed with Mothersbaugh to generate 
the audio track. The music includes three brand new songs for the Smart Patrol— 
musicians in their own right—plus five classic DEVO videos. (Inscape; 310-312- 
5705; not yet priced) —Donald St. John 


Enterprising 

Science 

Fiction 

L eonard Nimoy will bring his 
Vulcan cool to CD-ROM in 

Science Fiction: The Gold 
Collection Vol. I and II from 
Global Interactive. As host of this 

Nimoy introduces excerpts from 
44 classic and current sci-fi works, 
including the full text of 23 novels. 
Contributors include such notables 



science fiction experts as Jean- 
Pierre Wolf, Kelly Freas, and Ed 
Emshwiller. The title will feature art 
that illustrated the works in a vari¬ 
ety of pulp magazines from as 
early as 1926, and it will also have 

narration. (Global Interactive; 
310-442-7144; $49.95 for each 
volume) -Ann M. Marcus 

Platform: Win CD, Mac CD 



Video let you do all three at once- 
sitting at your computer. 

t, Verlaine, Debussy-The 
Impressionist Revolution and Matisse, 
Aragon, Prokofiev-An Interactive Adventure 
In Art will combine these complementary art 
in CD-ROM to provide an experience 


ig at gorgeous greater than the sum of its parts. 


in France during the late 19th century. The disc 
will display more than 200 paintings, including 
120 of Monet’s most famous works; 60 roman¬ 
tic and compelling poems from Verlaine (in 
English or French); and 74 minutes of music 
by Debussy. A comprehensive chronology of 
each artist’s life and times; an extensive biblio¬ 
graphy complete with photographs, illustra¬ 
tions, and letters; and scholarly voiceovers 
complete the package. 

An Interactive Adventure in Art offers simi¬ 
lar material, mixing 150 Matisse paintings and 
sculptures, 60 Aragon poems (in English only), 
and an hour of Prokofiev m 
Home Video, 800-294-0022, not yet priced) 

-Ann M. Marcus 


(s of art, reading evocative 


The Impressionist Revolution interweaves 
id listening to inspiring classical music? A the work of painter Claude Monet, poet Paul 
lir of upcoming titles from New Line Home Verlaine, and composer Claude Debussy, as 


i: Win/Mac CD 
Ship Date: September 


8 August 1995 • ELECTRONIC ENTERTAINMENT 











Computing 
The Numbers 


High-tech Hilarity 


I t’s hard to coax a belly laugh from 
someone sitting in front of a comput¬ 
er screen, but that’s not stopping CD- 
ROM developers from trying. 

Graphix Zone, the people behind 
Interactive and Bob Dylan’s Highway 
61 Interactive, hope that America’s 
Funniest Home Videos will 
become America’s Funniest Home 
CD-ROMs. The company has inked 
a deal with show producer Vin Di 
Bona Productions and Capital 
Cities/ABC Multimedia Group to 
produce a series of five discs using 
material originally gathered for the 
TV show. Graphix Zone will have 
access to more than 400,000 
clips, of which only about 7,000 
have been aired. Because the clips 
average just 12 seconds in 
length, they’re a perfect fit for 
the random access capabilities 
of CD-ROM. The company 
plans to both create an innova¬ 
tive new interface and include 
a search engine to let you find 
all the clips relating to a given 
topic. (Graphix Zone; 714-833-3838; $39.95-$49.95) 

Questar’s Comedy Classics for Windows 95 brings yester¬ 


day’s funniest bits back to life 
with almost an hour of film 
clips, photos, screen savers, 
Windows 95 wallpaper, ani¬ 
mated cursors, and sound files. 
Enjoy The Marx Brothers, 
Charlie Chaplin, Abbott &C 
Costello, Buster Keaton, and 
Laurel & Hardy as they 
deliver their signature punch 
lines and slapstick routines— 
and learn about their lives 

time. (Questar; 800-544-8422; 
street price $25) 

—Fredric Paul 

America’s 
Funniest Home 
Videos 


The Game Show Biz 



Eastern Time, you can play Decades, a 5. 
minute contest show sprinkled among 
reruns of full-length dassic game shows like 
What’s My Line and To Tell the Truth. You 
get to play along with another contestant-by 
phone. The show, hosted by Peter Tomarken, 
flashes a picture on the screen, and you try to 
identify the decade it came from by punching 
the corresponding number on your tele¬ 
phone keypad. The TV screen registers who's 
right and who’s wrong. The player with the 
most corred answers wins-surprise!-a Sony 
TV or other valuable prizes. 

The Game Show Network recently added 


Jeopardy, and the like. 

They’re fun, but they don't offer the extitement of 
competing for real prizes against real competi¬ 
tors. Now, thanks to the Game Show Network, a 


24-hour game-show cable channel owned by 
Sony, the thrill is back. 

Six times every weeknight from 7 to 11 p.m. 


another short interactive show, called Race 
for the Numbers, and has plans to roll out several 
half-hour interactive game shows. (The Game 
Show Network; 310-280-2222) -Christine Grech 
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Multimedia News 





news 

FLASH 


Microsoft and NBC are part¬ 
ners. The deal linking the two 
monoliths calls for NBC to leave 
America Online and Prodigy and 

Network, but leaves Microsoft 
free to court other networks. The 

companies to work together in 
other digital media, including 
CD-ROMs and interactive TV. 
Just don't expect a slew of new 
products about such popular 
shows as Seinfeld, Mad About 
You, and Frasier. Most of the 
entertainment shows on the 
Peacock Network are owned by 
independent producers, but we 
could see digital products based 
on the network's own produc¬ 
tions, including NBC Nightly 
News and The Today Show. 

■ Headcandy, the psychedel¬ 
ic screen saver with a Brian Eno 
soundtrack, has moved from Mac 
to Windows. Unlike the Mac 
release, you can also play the 


audio CD player. (Ion; 415-455- 
1466; Win/Mac CD, estimated 
street price: less than $20) 

■ Want to watch remote-con¬ 
trolled fighting machines battle 
to the death? Then don't miss 
the second annual Robot 
Wars on August 19 and 20 at 
San Francisco’s Fort Mason 
Center. Robots weighing in 
between 2 and 160 pounds will 
grind, puncture, and thrash their 
opponents 'til they no longer 


guns, tesla coils, water, or glue. 
May the best robot win. (Robot 
Wars; 415-453-6305) 


T hese days, the 
letters “PC” 
have more than 
one meaning. The 
acronym brings to 
mind personal com¬ 
puters for many, but for James Finn Garner and 
millions of others, it also stands for Politically characters. Snicker al 


Correct. Politically Correct Bedtime Stories: 
CyberSensitivity for Our Life & Times brings 
Garner’s best-selling collection of hilariously 
sanitized fairy-tale classics to life on your PC. 
The stories are overly gender-neutralized and 
sensitive to the feelings of the physically, emo¬ 
tionally, geographically, gravitationally, follicu- 


gags, a PC phrase generator, a variety of sc 
savers, printable PC stationary, and even a game 
to test your PCQ (Politically Correct Quotient). 
(Macmillan Digital; 800-428-5331; $24.95) 

—Ann M. Marcus 

Win CD 


cyber Cyber-Americana cyberNOT 

As another Fourth of July explodes in the beat and the lazy, crazy, hazy days of summer hit lull sing, it's the petted die to tout out wonderful 
country. But instead of piling into the car. lire up the modem and cruise the Internet's World Wide Web in search ot Inspiring Americana. 


...and cool. Get double-scooped with jimmie 
Baskin Robbins Home Page at http:/ 
grfn.org/~adu/Baskm_RobbinsJitml. Try thi 


The Raleigh News & Observer's excellent 
nando.net page includes sterling, up-to-the-minute 
baseball coverage at http://www2.nando.net/base- 
ball/bbmain.html. You even get the ultimate 
American baseball experience, minor league stats. 


For flavortul crispness, check out Bubba’s E 
Potato Chips page at http://sage.cc.purdue.e 
-bubba/bbqchips.html. Or, for a resounc 
crunch, visit the CornNuts page at htt| 
www.PrimeNetCom/~lambda/cornnuts,html. 


ccoccocco i The dosest thing to being scared 
ath on your favorite rollercoaster-without 
ing up your cotton candy. http://tmb.extern. 
idu/World_of_Coasters/. 


Ian's Ice Cream Server at http://camelot.aeMab.alas- 
ka.edu/- fxino/ is a great concept, but of Ian needs 
to change the scoop du jour more often than once a 
month. Even chocolate mousse gets old. 


All are welcome at the Church of Spam. H 
a nice slice of Spam 'n' Velveeta pate or 
http://www.primenet.corn/~swiggy/. 
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news 

FLASH 


new quad-speed CD-ROM 

drive kit for the PC. The CSD- 
760E includes the 4x drive, 
Navigator installation software, 
an interface card, and cables. It 
takes advantage of the AT 
Attachment Packet Interface 
(ATAPI) for plug-and-play oper- 

Electronics plans to introduce 
quad-speed CD-ROM drives 
for the Mac. Also, prices for 
the company's recordable 
CD-ROM drives should drop 
from their current $1,999.95 
sticker. (Sony Electronics; 
800-352-7669; PC, $269.95) 
■ Finding a place to buy CD- 
ROMs can be a hassle, but 
you're in luck if you're cruising 
LA.'s Sunset Strip. The first in a 
planned chain of five outlets, 
Digital Revolution claims to 
stock the largest selection of 
CD-ROM titles under one roof. 
Choose from more than 1,000 
titles—double that by Christmas. 

you can rent it for $3.75 a day 
and apply the rental fees to the 


AC/DC, John Laroquette, 
James Woods, and Robin 
Williams in to do their digital 
shopping. (Jam 5 Inc.; 310-289- 
5979; DigRevo@directnet.com) 
■ As the commercial version 
of Microsoft’s Windows 95 
makes its long-awaited grand 




D oonesbury turns 25 
this year, and cartoon¬ 
ist Garry Trudeau is 
celebrating with his first 
three multimedia products. 
Flashbacks; 25 Years of 
Doonesbuiy is a collection 
of all the strips, with clips 
from the Doonesbury TV 
special and the script of the 
Broadway show. The 
Doonesbury Election 
Game: Campaign ’96 
uses the familiar Doones¬ 
bury characters to make 
sense of the political 
process. The Doonesbury 
Screen Saver features ten ani¬ 
mated modules. All of Trudeau’s 
profits from the three products 
will go to his favorite charities: 
Trees for the Future, The 
Coalition for the Homeless, Asia 
Watch, and The Center for Plant 
Conservation. Fredric Paul, 
Electronic Entertainment's edi¬ 
tor-in-chief, met with the reclu¬ 
sive Trudeau at the recent 

Los Angeles. 

Electronic Entertainment 
What was your involvement 
with the Doonesbury multime¬ 
dia products? 

Garry Trudeau: I knew making 
them would be time-consuming, 
and frankly, I didn’t have the 
time. When they were finally up 
and running, that’s when I got 
interested. There is a certain 
urgency in getting these off the 
ground, because this fall is the 
strip’s 25th anniversary—and of 


course the campaign simulator 
has to be out in time [for the ’96 
campaign], 

E 2 : Why do Flashbacks on CD- 
ROM and not in book form? 

GT: With CD-ROM, you can 
search through the strips by char¬ 
acter, punch line, political events 
and figures, and so on. And the 
strips appear onscreen with arti¬ 
cles that give political context. 

E 2 : What did H feel like to see 
25 years of your work on a sin¬ 
gle disc? 

GT: Astounding! That’s an 
entire bookshelf?! Actually, I’m 
amazed by it...but I’ll believe it 

E 2 : Were you ready for the new 
technology? 

GT: I never saw this coming. I’m 
just trying to keep up. 

E 2 : Do you use a computer to 
draw your strips? 

GT: I just got a stylus and a 
drawing pad. But at the moment, 
I still find it difficult to look at 


the screen and draw. It cer¬ 
tainly wouldn’t save me 

E 2 : But you seem inter¬ 
ested in technology. What 
about that famous series 
of strips ridiculing the 
Newton? 

GT: I never named the 
product. I just called it a 
PDA. It was just bad tim¬ 
ing that the Newton came 
out that week. I didn’t 
mean it to be a product 
review. Now I hear there’s 
a Doonesbury Easter egg in 
the latest version [of the 
Newton], 

E 2 : Doonesbury, and other 
strips, are available online. Do 
you think that’s the future of 
cartoons? 

GT: I’m a little skeptical that 
people will spend the time and 
money to download a strip when 
they can get it in the newspaper 
for 25 cents. 

E 2 : Do you spend any time 
online? 

GT: I’m on AOL and Compu¬ 
Serve. But like everyone else, 
once the novelty wears off, you 
start to resent the time-killing 
aspect. It just devours huge 
parts of the day. Once, I made 
the mistake of putting my 
e-mail address at the end of a 
strip. I had 11,000 e-mails I had 
to deal with. [And]...there’s no 
room for irony online. That’s 
why people in humor hate it. 
Jay Leno did it and hated it. It’s 
very cold in cyberspace. 
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Celebrities 
should be 
stalked, 
harassed and 
shot. 



You have to be persistent to be a photographer in 
Tinseltown. Celebrity-hunting is hard work. Exposing 
scandal on film is even harder. You take your best 
shot, then still have to find a buyer. Competition is 
l fierce. You do a little detective work to get ahead 


of the game...lose a little integrity to get further. 
The paparazzi motto: one picture is worth a 
i thousand bucks. 

L Now, you star-hounders can step into a tabloid 
I photographer’s absurd interactive career. 
■ Paparazzi! Tales of Tinseltown features 60 actors 
H in two hours of live video, 

Jr CD-quality audio and an 
original live soundtrack. Plus, 
plenty of star-studded locations to explore and juicy 
gossip-laden celebrities to exploit. But don’t worry, in Paparazzi! the people 
you shoot don’t die...they just wish they were dead. 

paparazzi (pap-9-rat-'s5) n, 1. freelance photographers who 
pursue celebrities to take candid photos. 2. see sleazebags 

p&pax^zziO ActiVision 

\ -Tales of Tinseltown \ J 



Get more gossip and win @ http://www.activision.com 

trademark of Activision, Inc. Paparazzi! Tales of Tinseltown is a trademark of Museworthy, Inc. © 1995 Museworthy, Inc. All rights resen 




Multimedia News 


Q. 

tt 

I 

0 ) 


news 

FLASH 


from page 12 


Individual Software’s Pro¬ 
fessor Windows 95 Mul¬ 
timedia, a CD-ROM-based 
interactive tutorial, can help you 


95. It offers separate tracks for 

dows users and for experienced 
Windows enthusiasts. The 


mation help to illustrate how to 
use the new operating system’s 
interface, long file names, Rug 
& Play capabilities, and more. 
(Individual Software; 800-822- 
3522; $29.95) 


If you prefer a humorous 
approach to learning Windows 
95, check out The Improv 
Presents Windows 95 For 
The Technically Challenged 
from Graphix Zone and The 
Improv, the nationwide chain of 

Based on the theory that learning 
goes faster if you’re not falling 
asleep, comedians and comedy 


funning on Microsoft's newest 
operating system in no time. 
(Graphix Zone; 714-833-3838; 
Win CD, $39.95) 


vide the backdrop for Philips 
Media Home and Family 
Entertainment's upcoming 


CD-ROM title for Windows 
and CD-i, The Interactive 
Improv. The search is on for 
writers and performers, and 
Philips promises the title will 
deliver a different experience 
every time you fire it up. 
(Philips, 800-340-7888; not 
yet priced) 



Girl Talk 


teractive’s McKen- Magnet hopes its unique lookand styie 

zie & Co., and will get girls to nibble on Chop Su,. 

Magnet Interactive Studios’ Chop Suey are hoping 
to prove they do—just not necessarily the same 
testosterone-soaked fighting titles that boys relish. 

Creative Wonders hopes to use Madeline, 
the mischievous but lovable French schoolgirl, snagging the perfect date for the prom, which so 


who are adventurous and full of surpris¬ 
es. National Public Radio contributor 
David Sedaris narrates the tale. 
(Magnet; 202-625-1111; not yet priced) 

And Games For Her Interactive, a division of 
American Laser Games, targets teens and pre-teens 
with McKenzie &c Co., an all-video “social adven- 
game about high-school life. Girls win by 


to attract girls and boys 5 and up to computer 
entertainment, letting them search the heroine’s 
neighborhood for items needed to put on a 


i say reinforces shallow female stereotypes. 
But Patricia Flanigan, director of marketing for 
Games for Her, says, “No one’s ever had a prob- 


fund-raising puppet show. (Creative Wonders; lem with games that appeal to male stereotypes.” 


800-245-4525; $49.95) 


The company also plans tc 


Magnet’s, hip, visually dazzling Chop Suey—for forum for girls; Her On-Line. (Games for Her; 

ages 6 and up—features sisters Lily and June Bugg, 505-880-1718; not yet priced) —Christine Grech 


Madeline and the 
Magnificent 
Puppet Show 
Platform: Win/Mac CD 
Ship Date: August 


Chop Suey 
Platform: Win/Mac CD 
Ship Date: August 


McKenzie & Co. 
Platform: Win/Mac CD, 
3D0 

Ship Date: October 
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The art of bargaining lies in knowing how far you can go. 
Fame, fortune and adventure lie ahead. 





Discover the world of Marco Polo as you travel the 
legendary Silk Route from the Holy Land to China. 
Match yourself against the colorful underworld of 
the Middle Age marketplace where strategy and 
bargaining skills will guide you. Experience your 
own epic adventure. 


This epic adventure 
available ■ 




E JP TO FOUR PLAYERS. 
lOURS OF GAMEPLAY- 
3 TOWNS, 334 MISSIONS. 

000 DIGITIZED IMAGES, 
XTENSIVE VIDEO SEQUENCES. 


To place an order 
or for more information calli 
800-443-3386 








SHARI 


news 

FLASH 


from page 14 

■ Blade Runner is finally 
going interactive. Virgin Inter- 
i Entertainment and The 
Blade Runner Partnership have 

entertainment title based on 
Ridley Scott's visually auda¬ 
cious film (and, in turn, based 
on the classic Philip K. Dick 
novel Do Androids Dream of 
Electric Sheep?). The PC and 
Mac disc, to be released in fall 
1996, will be set in a nightmar¬ 
ish Los Angeles of 2019, where 



World Wide 
Web site at http://www. 
neosoft.com/selena. The 

Selena Foundation is developing 
a museum honoring her m 


■ Compton's NewMedia h 
shipped the 1996 edition of 
popular Interactive Ency¬ 
clopedia. The latest vei 

tion to America Online, ar 
Internet link is also in the w 
In addition to the vast s 
house of text, imagery, 
video on the CD-ROM, online 
access will deliver even mi 
up-to-the-minute informatii 
You’ll even get an introduction 
to surfing the 'Net. (Compton's 
NewMedia; 800-862-2206; 
street price $79.95.) 



less than $100 each. 

The Jaz hooks up easily either to a SCSI con¬ 
nector or your PC’s parallel port—depending 
on which model you choose. Because the drive 
is capable of operating on virtually any sys¬ 
tem—Windows, Windows 95, Mac, OS/2, and 
even high-end workstations, you can easily 
swap data between work, home, and anywhere 
else you play. 

And if Jaz is a little too rich for your blood, 
Iomega’s Zip Drive is a smaller, less portable 
version that stores data directly to 25MB or 
100MB Zip disks. You must load special soft¬ 
ware on each machine to which you’ll attach 
the Zip Drive. Internal and external versions of 
the Zip Drive are available for less than $200. 
(Iomega; 800-697-8833; Jaz Drive, $499; Zip 
Drive, $199.95; disks, $99 each) 

—Ann M. Marcus 

Platform: PC, Mac 
Available: September 


You Can 
Have It All 


I omega is trying to 
undermine comedi¬ 
an Steven Wright’s 
flatly intoned joke: 

“You can’t have everything...where would 
you put it? ” 

The company’s new Jaz Drive is designed 
to hold up to a gigabyte of data—enough for 
all your favorite games and multimedia titles. 
For less than $500, this two-pound portable 
drive stores the equivalent of 8 hours of CD- 
quality audio, 8 minutes of broadcast-quality 
video, more than 150 high-res color images, 
or a full-length movie compressed in the 
MPEG1 format. 

Getting to all this data is plenty quick too. 
With an average seek speed of 12 milliseconds 
(ms), a 17.5ms average access speed, a data 
transfer rate of 6.73MB per second, and a 
256KB read/write cache, it may not be the 
fastest hard drive on the block, but it will blow 
the doors off any CD-ROM drive out there. 

Better still, if one gig isn’t enough to 
stash all your stuff, the Jaz Drive can write 
to special 3.5-inch diskettes for additional 
storage. The disks are expected to sell for 
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LOOK WHAT’S LANDED 
ON SATURN! 



Myst. The surrealistic adventure 
that will become your world. 


EXPLORE EERIE WORLDS 
OF STARKLY FANTASTIC 


COMBINE KEEN 
OBSERVATION AND 
LOGIC TO UNLOCK TH 
SECRETS OF MYST! 


RAGE AGAINST 
THE ROBOTS! 


ROBOTICA: MANKIND'! 


^SarastiH? 


C SEGA SATURN 


yKClaim 


Robotica. A world enslaved 
by brutal robot enforcers. 









Dark Forces Clever additions to Doom, a cast of Star 


er Board. (Broderbund; 800-521- 


new Doom levels, build your own episodes, and cus¬ 
tomize multiplayer Deathmatches. (WizardWorks; 
612-559-5301; DOS CD, $39.99) 

SimCity 2000 Build your city of the future with this 
improved version of the classic urban-simulation game. 
' (Maxis; 800-336-2947; DOS/Windows, $54.95) 


1 

13 ***** 

2 **** 

15 ***** 


Microsoft Flight Simulator 5.0 U f _ 

ics and new features keep this hugely popular flight 
sim soaring high. Release 5.1 is now on store 
shelves. (Microsoft; 800-426-9400; DOS, $49.95) 


Ultimate Game Collection A six-CD pack featuring _ 


19 ***** 

1 


10 


The 7th Guest The ghost of Henry Stauf refuses to 
go away in this haunting puzzler. (Virgin Interactive 
Entertainment; 800-874-4607; DOS CD, street 
price $70-$90) 

NASCAR Racing Buckle up 


19 ***** 

2 **** 


Dark Forces Clever additions to Doom, a cast of 

LucasArts’ 3-D shooter apart. (LucasArts Enter¬ 
tainment; 800-782-7927; DOS CD, street price 
$54.95) 

Myst Stunning visuals, haunting audio, and intriguing 
’ puzzles keep this adventure game near the top of the 

, charts. (Broderbund; 800-521-6263; Win CD/Mac 
CD, $55) 

DIZone Collector’s Edition Play more than 900 



The Print Shop Deluxe CD Ensemble Five easy- 
to-use desktop publishing applications bundled on 
one disc. (Broderbund; 800-521-6263; Win 
CD/Mac CD, $80) 

Turbo Tax Multimedia The approach of April 15 put 
Intuit’s multimedia tax-preparation software on the Board. 
(Intuit; 800-964-1040; Win CD, street price $35-$40) 

Descent Maneuver your ship in all directions as you 

series of off-world mines. (Int 
DOS CD, $39) 


10 


ed film Aladdin. (Disney Interactive; 800-688-1520; 
Win CD/Mac CD, street price $30) 

Quicken CD-ROM Deluxe The popular home- 



5 


Chessmaster 3000 Play one of the world’s old¬ 
est strategy games and get advice from grand¬ 
master Anatoly Karpov. (Mindscape; 800-234- 
3088; Mac, $49.95) 
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Reviews 


Spotlight 


o 


Packard Bell Has Twins 



’ I { I j; V* / 7 





w PC, 


a pair of double-speed CD-ROM drives or a 
single quad-speed model? 

Packard Bell's new Twin CD-ROM series of 
multimedia computers makes this intriguing 
question more than academic. This unique configura¬ 
tion stacks two separate dual-speed CD-ROM drives 
on top of each other, letting Windows users run one 
multimedia program on one drive while playing ano¬ 
ther game-or music CD-on the other. It's easy to 
switch from one title to another without having to quit 
and swap discs. 

Of course, the benefit of twin drives starts to fade 
when playing DOS games, because you cant run two 
DOS programs at once anyway. On the other hand, a 


Malleable Mike 


O kay, so maybe it’s more cute than practical, but the 
gooseneck Free Direction microphone from MIDI 
Land still gets the job done. This malleable mike comes with 
a self-sticking base for attachment to a keyboard or monitor. 

But you can also wrap it around your coffee cup or hang it 
around your neck. (MIDI Land; 909-592-1168; $29.95) 

—Christopher Lindquist 

n: PC/Mac 

9Z+ + + + ke with snake-like chan 


quad-speed drive won’t deliver its promised bene¬ 
fits with every title, either. 

Apart from its innovative drive setup, the new 
series is pretty typical of Packard Bell machines. 
Configurations are available from 486/66 to 
Pentium PI 00, with at least 8MB of RAM and 
hard drives ranging from 540MB to 1.2GB. 
Electronic Entertainment tested a Legend 
74CDT Supreme minitower, with a 75MHz 
Pentium processor, a 1,2GB hard disk, 16MB of 
RAM, a full megabyte of video RAM (upgradable to 
2MB), and a 14-inch monitor. 

Setup was quick and easy, aided by Packard 
Bell's color-coded connectors and helpful startup 
poster. We had a bit of trouble attaching the speak¬ 
ers to the monitor—the only task that required tools. 
Once connected, though, the monitor-mounted 
speakers are perfectly positioned to work with the 
SRS 3-D Amphitheater Sound circuitry integrated 
into the computer. Unfortunately, the speakers them¬ 
selves lack oomph, and it's hard to see the side- 
mounted volume and tone controls. 

Along with such basics as a 16-bit stereo sound 
card, the Packard Bell comes with a lot of extras. A 
14.4 Kbps fax/modem is standard, with telephone 
answering capabilities built onto the board. On the 
software side, you get Packard Bell's own Navigator 
Windows interface and a hefty bundle of entertain¬ 
ment and home-office CD-ROMs. 

Once we got everything going, overall performance 
was adequate. But despite the impressive list of com¬ 
ponents, video sequences often seemed choppy and 
slow on demanding titles. 

Unfortunately, current technology does not 
support putting both discs of a double-disc 
game-Under A Killing Moon, for example-in the 
drives and having the game switch between them 
automatically. Until that works, you may find that 
twin drives are more of a novelty than an innova¬ 
tion. If you’d rather, though, Packard Bell offers the 
same machine with a single quad-speed CD- 
ROM drive. (Packard Bell; 800-733-5858; 
$2,299-$2,599, with monitor) -Fredric Paul 


Platform: PC 

9 =* * * 
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High-Speed 
Creativity 

I f performance is important to you, 
you won't want to buy a multimedia 
upgrade kit that doesn't include a quad- 
speed CD-ROM drive. Recognizing that 
fact, Creative Labs has introduced the 
Sound Blaster Multimedia Home 
4x, an all-you-need-and-more kit that 
supplies the ultimate in Sound Blaster- 
compatible 16-bit sound plus the latest in 600-Kilobit-per-sec- 
ond CD-ROM power. 

The easy-to-install kit includes a single manual that covers 
everything from installing the industry-standard Sound Blaster 16 
sound card to plugging in the set of mediocre speakers, as well as 
how to get the most out of the Mitsumi quad-speed IDE CD-ROM 
drive. It also explains how to run the installation and configuration 
software and the other utilities included in the box. 

Our installation went hitch-free except for one thing: The CD- 


ROM drive failed to operate. What we 
thought would be a quick call to the 
tech support line took 30 minutes— 
wending our way through voice mail 
to reach a human who could solve 
problem. Fortunately, the techni¬ 
cian was friendly and competent-a 
jumper on the card had been incor¬ 
rectly set at the factory. 

Creative Labs supplies an impres¬ 
sive collection of games and multime¬ 
dia titles, including Microsoft's Cine- 
mania '95 and Encarta '95, Origin Systems’ Wing Commander II 
and Strike Commander, and a dozen others. 

Priced at almost $600, the Multimedia Home 4x may not be the 
cheapest quad-speed kit on the shelf, but you cant go wrong match¬ 
ing quad-speed power with Sound Blaster quality and compatibility. 
(Creative Labs; 800-998-5227; $579) -Christopher Lindquist 

Platform: PC 
Rating:* * * * 



Enjoy quad-speed multimedia the Creative Labs way. 



Fishing the Yellowstone 


colorful guide to fishing 


Montana’s Yellowstone 


, and Idaho's 


to offer. If that's not 
enough, the disc 
tops things off with 

Fly Fishing can help you start some fish stories of your own. ,. .. . .. 

listings of license 

fees, guides, regu- 

Henry's Fork River. lations, tackle shops, and lodges for 

Click on a river, and you get each river, 
instant access to its vital sta- There are even a few fish stories. For 
tistics: the species and num- instance, if you find yourself in the Tuna 
ber of trout tips on the most Flats section of the Green River, keep 
effective fly patterns and your eyes peeled for “Gollum the Sea 
tackle, and the best times of Monster,” a 40-inch, 30-pound Rainbow 
the year to try your luck. Video trout famous for wrapping angler's lines 
clips feature guides intimate- around a rock to get away. (Virtual 
ly familiar with each river who Adventures; 800-437-0005; $49.95) 
offer technical advice on how —Sfeve Klett 

to fish various segments of 

each location. Platform: Win CD/Mac CD 

There are maps and direc- Rating: 
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Spotlight 


To Digitally Serve 
And Protect 


V irtual Cop, Digital Entertainment's 
comic-book-style cyber-mag on 
CD-ROM, is set in the not-too-distant 
future, when convicted criminals can get 
early parole if they'll join a program to 
reduce police mortality. Controlled by real 
cops using remote virtual reality, parolees 
act as stand-ins, making arrests and 
assuming the risk of getting blown away in 
the line of duty. 

Virtual Cop’s interactive story line lets 
you choose to play “good cop” or “bad cop,” 
decide what weapons and strategies to use, 
and select which outlaw to pursue. For 
background on the key characters, the 
Interviews section gives you a chance to 


ask each one various questions. The 
Artifacts and Blueprints section in¬ 
cludes details on the futuristic cops' 
high-tech equipment 

Unfortunately, even on a Pentium, 
screen transitions on our prerelease 
version were quite slow (about 20 
seconds on a Pentium P75 with a 
dual-speed CD-ROM drive), a flaw that 
the company admits won’t improve in the 
final version. 

But despite wooden acting, the combi¬ 
nation of live-action video and realistic 
artwork makes Virtual Cop a pleasure to 
look at. The techno-pop theme song by 
Power of 7 is engaging and the plot com¬ 


plex enough to keep you interested. A 
word of warning: Virtual Cop is full of 
cussin’, fightin’, and flashin’. (Digital Enter¬ 
tainment; 800-728-4000; $24.95) 

-Joel Enos 

Platform: VUin/Mac CD 
Rating: * + + 



Scotch on 
The Rocks 


E ver picture yourself as 
the romantic lead in a 
swashbuckling epic? Well, now 
you can take some pointers 
from MGM Interactive’s 
Roy: Legend of the Mist. 

This CD-ROM for both 
Windows and Mac provides a 
behind-the-scenes look 
at the making of the film 
Rob Roy (starring Liam 
Neeson and Jessica 
Lange) and even fills 
you in on what be¬ 
comes of Roy after he 
walks off into the 
sunset at the end of 
the film. 

The disc also ex¬ 
plores the legen¬ 
dary characters themselves, p 
viding context by offering up tid¬ 
bits of Scottish historical fact 
and folklore in the History section. Learn about 
famous Scots, such as Alexander Graham Bell and the Loch 
Ness monster. There’s even information on the country’s 


Sreat families. 


,s of Scotland’s 


to cozy up in your desk chair with some popcorn and 
watch the tiny video. (MGM Interactive; 310-449-8959; 
street price $29.99) -Bill Meyer 
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Something is amiss on the spaceship Zunatar, awfully wrong. What are those 
green things? Shock and horror! Those awful green things are aliens on a 
mission to take control of your spaceship and ultimately dominate the entire 
human race. Your mission is to stop these aliens and eliminate them from your 
ship. 


Awful Green Things From Outer Space is the wonderfully humorous hoard 

game by noted designer Steve Jackson, now in a fun-filled CD-ROM format. 
Armed with outrageous weapons such as fire extinguishers, electric fences, gc 
grenades and the ever-popular canister of Zgwortz, you defend yourself again 
the onslaught of beasties from the far reaches of the universe. 


PRODUCTIONS, 


Sales Information: [505) 880-1718 • 4801 Lincoln Road • Albuquerque, NM 87109 
Technical Information: (908) 788-2799 • 495 Highway 202 • Flemington, NJ 08822 
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Spotlight 


Entertainment Too Light 


MEL BROOKS WOULD LOVE THIS 


Spaceball’s 
New Twist 



I ^^pacetec's Spaceball is simple 
enough. What it can do for your tech¬ 
nique is anything but 
Your left hand grips a rubber Power- 
Sensor ball while your right hand holds a con¬ 
toured grip fitted with six fire buttons. 
Twisting, turning, and pulling on the ball caus- 
jjS| es the on-screen object-such as your ship in 
S Descent—to move correspondingly, while but- 
111 tons perform common game commands. 

Once you get up to speed with the Space- 
Ill ball, you'll find yourself making moves you 
never thought possible. Imagine running cir- 
§H des 'round a Doom Imp, while he makes 
futile attempts to hit you with a fireball. 

The Spaceball comes with drivers for 
' * nearly a dozen titles, including Descent, 
jjj Doom, Heretic, and Dark Forces. Check with 
Spacetec for other game drivers. 

Like most new equipment, the Spaceball 
isn't perfect Adjusting its sensitivity requires 
fiddling with configuration files. Also, wrist fa¬ 
tigue seems inevitable unless you take fre¬ 
quent breaks and relax your hand. 

Still, if you can afford its $180 price- 
which should drop in time for the holidays— 
the Spaceball is a cool tool that really plays. 
(Spacetec IMC; 800-585-6548; $179) 

-Christopher Lindquist 

Platform: PC 
Rating:* * * * 


J ohn Tesh's bland 
good looks seem 
to be everywhere these 
days—on the set of 
Entertainment Tonight, 
on relationship-improve¬ 
ment infomercials, and 
serenading us Live at 
Red Rocks. And now 
he's on CD-ROM. But 
beware: Backstage 
With John Tesh may 
be too much Tesh for 
most people. 

The music, aural- 
wallpaper in the Kenny 
G tradition, is pleasant, poppy, and utter¬ 
ly unremarkable. The disc’s simple, effi¬ 
cient interface offers access to 12 Tesh 
tunes, 4 videos, printable sheet music 
for 5 songs, and several downloadable 
MIDI files. You also get a chance to 
remix several songs using the four- 
channel onscreen equipment. 

But wait-there’s more. You also get 
Tesh’s grade-school class pictures and 
interactive interviews with Tesh and his 
wife, actress Connie Sellecca (Hotel). 
There’s also a revealing video clip that 
examines Tesh’s preparation for his per- 


John Tesh talks about his relationship with 
musical “soulmate” Yanni. BH 

formance at the 1992 Barcelona 
Olympics. Tesh managed to turn a sim- 
pie musical suite into a three-ring circus 
complete with a full orchestra and gym- 
nasts Nadia Comaneci and Bart Conner. 

If only the content in Backstage were as 
tasteful as the interface. (Digital En- 
tertainment; 800-728-4000; $29.95) 

-Dona/d St. John 

Platform: Win/Mac CD 
Rating: 




Detective Comics 

W ill Eisner’s comic book. The 
Spirit, was a staple on Ame¬ 
rican newsstands during the thirties and 
forties-probably a little before your time. 
But you can catch Eisner’s classic draw¬ 
ings, intricate storylines, and political 
commentary on a new CD-ROM, Will 
Eisner’s The Spirit, developed by Byron 
Priess Multimedia. 

For die-hard comic collectors, the disc 
is no substitute for the 52 pricey back 
issues. The reproduction is mediocre, 
and you may need to fine-tune your 
monitor to be able to read the pages. However, the disc does provide an interesting 
interview with Will Eisner himself-sometimes credited as the father of the modern 
graphic short story. Don’t expect to do much more than read, though: The disc’s inter¬ 
activity is limited to selecting what issue to view and turning the comic book pages. 

Overall, buying Will Eisner’s The Spirit may be the only way to get your hands on all 
the issues without spending a fortune, but as a multimedia title, it falls short (Time 
Warner Interactive; 800-482-3766; $39.95) -Joel Enos 



Platform: Win CD Rating: * * * 
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Welcome to Sky View. An|riusement park looming 
with mystery, bizarre emfoyees, and challenging 
midway games and puzzles. You'll encounter 
state-of-the-art animatien, photo-redistic 3-D 
environments and full screen video pewrmances 
by over 30 characters. With increasing skill 
levels and more than 2(f) outcomes, it'sfhard to 
experience this amusempnt park the same wav 
twice, for a cinematic-qUqlity adventure like m 
other, Panic in the Parkjs definitely your ticket. 
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Spotlight 

NEW MOUSE IN THE HOUSE 


Multitalented 

Mouse 


Smolan pops up to give added insight to 
' Passage to Vietnam’s breathtaking imagery. 

R ick Smolan-known for his A Day in 
the Life... coffee-table photogra¬ 
phy book series and the book/CD-ROM 
From Alice to Ocean-asked 70 photog¬ 
raphers from 14 countries to join him in 
Vietnam for a seven-day shooting extrava¬ 
ganza in the spring of 1994. The result, 
Passage to Vietnam, is the next best 
thing to being there. 

The lensmen brought along 15 assis¬ 
tants to videotape the work. Such interna¬ 
tionally known photographers as Elliot 
Erwitt, Mary Ellen Mark, and Peter Turnley 
and popular travel writer Pico Iyer join in to 
create a total interactive experience. 

A small 3-D “quebe” in the lower right 


corner of the screen pro¬ 
vides access to the stun¬ 
ning collection of 400 
photographs stashed in 
different parts of the 
title. The quebe also 
marks images to hotlink 
to associated material. 

Smolan introduces each of the main 
sections, covering everything from History 
and War to Youth and Doi Moi, while The 
Virtual Galleries show additional works 
with comments—and context—from the 
photographers. 

The only disappointment is that the video 
appears in a small window, but it is artfully 
inset into the background. Passage to 
Vietnam's breathtaking imagery and ele¬ 
gant design set a new standard for interac¬ 
tive CD-ROM coffee-table books. (Against 
All Odds; 800-558-3388; CD-ROM and 
book $69.99, CD-ROM alone $50) 

-Joy J. Ma 

Platform: Win/Mac CD 
Rating: * * * * * 


The AIRmouse works as a trackball or as 
a mouse you hold like a pen. 

the AIRmouse anywhere. Run it along 
your leg, up the wall, or over any con¬ 
venient surface. Unlike the Gulliver, 
however, the ergonomically designed 
AIRmouse fits comfortably in my hand, 
as both a trackball and a mouse pen. 

The AIRmouse comes with special 
Windows-configuration and cursor- 
enhancement software. But its depen¬ 
dence on Windows is a critical limita¬ 
tion. In DOS, the AIRmouse becomes 
just another too-small trackball. (Cen- 
tauri; 800-784-0193; $79.95) 

-Fredric Paul 

Platform: Windows, OS/2 
Rating: * * + + 


Talk, Don’t Shoot 


I magine yourself at a cocktail party, chatting with 
an interesting-looking blowfish and surveying your 
host's stark but spacious space garden. To attend this 
party, however, you’ll need to log onto WoridsChat, a 
groundbreaking new 3-D chat environment on the 
Internet’s World Wide Web. 

WoridsChat, a product of Worlds Inc. (formerly 
Knowledge Adventure Worlds), is free for the moment. 
Good thing, too, because you’ll find cruising this first- 


persun-perspecuve environment lu ue as auuicuve as 
Doom, but without the violence. As soon as you reach the Web site (http://www. 
kaworlds.com) and download the Windows software, you can use the Arrow keys or 
mouse to cruise through hi-res corridors, rooms, and outer-space platforms. 

Even better, the other characters are real, represented on-screen by digital actors or 
avatars. Each of the WoridsChat “guests” can pick a human or other avatar to represent 
themselves. Experiment with being the opposite gender, or even another species. You 
converse by typing with any avatar you can see. Performance is snappy, even on a 486 
with a slow-speed '9600-bps modem. 

The company has plans for a Mac version, and it’s developing new higher-tech envi¬ 
ronments. Once you’ve experienced WoridsChat in 3-D, you may find that plain, text- 
based chat no longer makes the grade. (Worlds Inc.; 800-446-3636; free) 

-Donald St. John 


Platform: Windows for World Wide Web Rating: + + * * 
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F or decades, the A-IV Group has enjoyed unparalleled 
growth. But now, their C.E.O. has disappeared... and you 
are among the candidates to succeed hjm. 

To assess your executive potential, the A-IV Group has devised 
a hyper-realistic economic simulation. You will be challenged 
to buy and sell assets; build and manage transportation infra¬ 
structures; allocate resources among more than 100 subsidiaries; 
and above all, maximize the profitability of your simulation. 

Via your modem or phone you can compete with other executive 
k candidates to take over as C.E.O. So, manage your empire 
wisely — At A-IV, success equals succession. 


l^pST PbwERFUEjOB IS OPEN. 
^ELieATION Ajwaits. 




Multimedia Reviews 



Launch serves up recycled TV and movie coverage, stirs in lots of video ads, and seasons lightly with original material. 




{The Launch 
|Of Funnelware 


and Marathon-and a collection of animation clips ranging from the 
half-baked to the completely inane. 

Launch hits its stride in the music section, featuring an inter¬ 
view and an exclusive acoustic performance by rocker Matthew 
H ow do you put music, movies, games, and animation on Sweet as well as text stories and clips on Belly, Bettie Serveert, 


a bi-monthly CD-ROM without having the end result and Terence Trent D’Arby. You can also read a variety of nr 


cost a fortune? 

If you're Launch, a hew bi-monthly CD- 
ROM magazine for both Mac and Windows, 
you pick up material from the Extra! TV show 
and Premiere magazine, stuff in lots of video 
ads, and make a limited amount of original 
content go a long way. 

Re-used items in the debut issue include a 
video interview with Cindy Crawford on the set 
of her new movie and studio trailers for both 
Batman Forever and Cruz You also get 
demos of three games-Glider, Relentless, 



The magazine’s strong suit is music, 


reviews and check out se 
It’s all packed into an attractive rendered 
cityscape interface and spiced up with 14 
assorted advertisements. Some, like the 
Dewars Scotch commercial, are fun and 
interactive, but most are mere rehashes of 
what youVe already seen on TV. (Launch; 
800-955-2862; $8.99 per issue, $35.99 
for a six-issue subscription) -Fredric Paul 

Platform: Win/Mac CD 
Rating: * * * 



Boating on the Cyberseas 

N ew hands and salty dogs alike will appreciate the quality and depth of 

Powerboating from Hearst New Media & Technology. Based on the Chapman 
Piloting/Seamanship and Small Boat Handling guide—the bible of boating and seamanship— 


Platform: Win/Mac CD 

Rating: Buoys will be hue 
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Pork Chops 
and Applesauce 


I f you loved the happily-ever-after world of The Brady 
Bunch, chances are your kids will too. Bradys Across 
America is a CD-ROM geography game for ages 8 and up from 
Paniagua Productions that features footage from the 70s sitcom. 

Players find themselves in a familiar Brady situation—embarking 
on a family vacation somewhere in the United States. 

Each of the six Brady kids 
faces a problem on each vaca¬ 
tion. Players help them resolve 
the situation by visiting differ¬ 
ent states along the route and 
solving quizzes on basic geog¬ 
raphy, topography, capitals and 
cities, attractions, and trivia 
When they’ve successfully com¬ 
pleted a quiz, players are treated 


Marcia, Cindy, and Greg—along with the rest of the Brady Bunch- 
make learning geography fun. 

Christopher Knight, who played Peter Brady, was instrumental in 
getting the TV footage for the CD-ROM. Knight, now a 30- 
something software marketing exec with Visual Software 
West, secured the rights to the show from Paramount and 
worked with friends at Paniagua Productions who creat¬ 
ed the educational game. “I realized that The Brady 
Bunch wasn’t going away, and that the show has a 
wholesomeness that continues to play well today,” 
Knight says. “I knew it could make a good game.” 
(Paniagua Productions; 510-549-8951; $49.95) 

-Christine Grech & Ann M. Marcus 


Platform: Win/Mac CD 
Ship Date: Septembe 


Bobby needs your help in 


Brain Teaser 


er his intelligence by solving ten learning Zone; learn sign language, chemical ele- 


puzzles. Like its predecessors-The ments, and Roman numerals in the 


r. Brain has really done it this Island of Dr. Brain and Castle of Dr. Pentode game; and unscramble words in 


time. In the third installment of Brain-the game includes science and Word Surge, the literary equivalent of a 


Sierra On-Line’s Dr. Brain puzzle series, math activities, but Sierra has also Rubik’s Cube. Most of the puzzles are 



the research genii 
transferred all of his 
In The Lost Mind of Dr. Brain, I 
and up must help the good doctor 


accidentally added word and music scrambles for brain-enhancing, but some players may 
ore variety. find the Neural Maze and Synaptic Cleft 

Under the guidance of Rathbone-the nerve-wracking instead. 

>w-brilliant lab rat—players can select Kids can play each puzzle at three diffi- 
from nine of the game’s animated culty levels. The harder the level, the more 

... I puzzles. The voice of the wacky points they earn, and all three levels begin 

j rat (provided by Seattle-based with simple tasks and gradually become 

comedian Rodney Sherwood) more complex. Once players solve the 

gives the game more personality game’s nine puzzles, they get to try the 

*** than the previous Dr. Brain titles, final puzzle. 

i and his various costumes and Finding The Lost Mind of Dr. Brain 
accents for each puzzle, along doesn’t necessarily mean your kid is a 

with the toe-tapping musical prodigy, but the game should help build 

" score, bring it all to life. any child’s verbal, logical, visual, and 

Dr. Brain’s niece Elaina, a brain musical skills. (Sierra On-Line; 800-757- 
jjp surgeon, is also on hand to offer 7707; $49.95) -Suzanne Frear 

BS hints and record the player’s 

n progress. Kids can test their Platform: Win CD/Mac CD 
memory skills in the File Sorting Rating: 
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This multimedia movie expert gives you 
interactive access to the world’s largest movie 
database on CD-ROM. You will enjoy hours and 
hours of entertainment exploring the glamorous 
world of movie stars, directors and behind-the- 
scenes cast in the Corel All-Movie Guide. 


90,000 


movie and 
video listings 


interface 

► All facts are 
completely 
cross-referenced 

► Purchase movies 
and videos online 


► Read descriptions 
and ratings of major 
motion pictures 

► Test your movie 
knowledge in 
the Trivia Game 
or crossword 
puzzles 



► Assign your own 
movie rating 


j-jawi.u-WHa tcQ9 

BS3SESBS33 


PC Connection 

1 - 800 - 800-4656 




















For Parents Only 





eduta 
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Here Comes 
Spider-Man! 

I f your kids start telling you tales about 
how Aunt May got tired of screaming for 
help and pumpkin-bombed Dr. Octopus, 
you can guess that they’re playing with 
Marvel Comics Spider-Man Cartoon 
Maker. In this creative program, they call 
the shots-and anything can happen. 

Knowledge Adventure brings everyone’s 
favorite wall-crawler to Its Magic Theatre 
format (see “Make Some Magic,” October 1994, page 36). 
Aspiring cartoonists place familiar characters from the cartoon, 
such as J. Jonah Jameson (the feisty boss of Spider-Man’s alter 
ego, Peter Parker) or Mary Jane Watson (Spidey’s wife) into pre¬ 
set backgrounds. The slick background artwork is a vast improve- 


program’s tracing feature to get used to 
working with a mouse. 

Cartoon Maker is great fun. The title is for 
ages 5 and up, but older comics fans will also enjoy the chance 
to create original Spidey adventures. (Knowledge Adventure; 
800-542-4240; street price $30) -Joel C. Enos 

Platform: Win CD Rating: ■¥ ■¥ + + 4 


Aspiring cartoonists can create their own 
Spider-Man adventures. 


he incredible diversity of children's CD-ROM titles means plenty 
■ of choices, but it also allows for lots of duds. Beware of 
Chugalong Goes to Playland, Wild Cards, and WonderLand. 

Developed by GemMedia, Chugalong Goes to Playland is an 
early-learning disc for preschoolers that features a train and his 
best friends, Mikey & Michelle-two creepy-looking, screechy¬ 
voiced kids who resemble the saucer-eyed urchins in a 1960s 
Keane painting. We could forgive these unappealing hosts if the 
title delivered solid, engaging activities. But the story and matching 
games suffer from static backgrounds, poor graphics, awkward ani¬ 
mations, and long delays when accessing the CD-even on a fast 
Pentium. (GemMedia; 702-597-5032; $39.95) 

Only slightly less appalling is Corel's Wild Cards, a game that 
lets one kid at a time play seven popular card games against a trio 
of obnoxious animal opponents. The program lacks important 
details and seems rushed and poorly thought out. The cards are 
too small and are not automatically sorted for players, nor can you 
sort them by suit manually (a real annoyance in Hearts, for exam¬ 
ple). The tedious flying-card animations often obscure who won a 
particular hand. Worse, the screen momentarily blacks out when 
you click on a hot spot. To its credit, Wild Cards does offer simul¬ 
taneous text and audio narration along with a “cheat" feature that 
shows kids 4 to 10 what cards to play. (Corel CD Home; 613- 
728-8200; $39.95) 

Finally, WonderLand resurrects the tired bad-witch/good-fairy 
storyline to teach sound identification and memory skills to 


Three Strikes 
And You’re Out 


preschool kids. Devel¬ 
oped by Ednovations, 
the title offers flat 
graphics, rudimentary 
animations, and stilted 
narration. Ironically, for 
a program focused on 
teaching kids sounds, 

WonderLand features 
some pretty awful noises, especially the witch's unintelligible cack¬ 
ling. (Mindscape; 415-883-3000; $39.95) 

These three titles strike out, but you don’t have to. There are 
plenty of new edutainment titles you and your kids will enjoy. We'll 
keep you posted. -Christine Grech 


Chugalong Goes to Playland 

Platform: Win CD 
Rating: 

Wild Cards 

Platform: Win CD 
Rating: * * 

WonderLand 

Platform: Win/ 

Rating: * 


















You've played 
Mortal Kombat®, Street 
Fighter™ and Primal 
Rage;" but nothing 
matches the spectacular 
game play and visual 
power of Battle Beastr 
the ultimate fight game 
from 7th Level. 



D E /V 13 CZ> IN[ 


Master more than 100 fight moves. Discover hidden bonus rooms and secret 
weapons. Marvel at feature-film quality audio and animation. There is no game out 
there like this one. See for yourself. On August 19, 10,000 FREE COPIES 
of Battle Beast CD-ROMs will be in your face, only at participating stores? Or Preview 
a demo today. 100,000 FREE INTERACTIVE DEMOS of one 
awesome Battle Beast fight scene are available now at local retailers. 

For more information: Download Battle Beast Promos on AOL or CompuServe @ SEVENTH; Browse the 
web to see what’s next from 7th Level; or call 1-800-884-8863 ext. 109 and order Battle Beast today. 


where will you be 
AUGUST 19? 


COMPUSA soft ware @ Babbagesa 


7th LEVEL, 




Christopher Lindquist 


The Player 



Sex and Violence 


N ow that I have your attention, let’s get serious. Sex 
and violence sell. I know that may not be news to 
you—especially if you picked up this issue because of its 
rather attractive cover. Still, it’s true, and sex and violence 
have long played a pivotal role in thousands of businesses. 
As Attila the Hun used to say, “Nice little brothel ya got 
here. Shame if anything should happen to it.” 

The question we face, however, 
is whether sex and violence also 
have a place in computer 
tainment. The obvious answer is 
“Yes, they do.” While it would be 
nice if they appeared as critical 
parts of a good story, instead of as 
gratuitous grabs at our more base 
nature, the fact is that both sex 
and violence are playing an inte¬ 
gral role in pushing computer 
gaming into the mainstream. (For 
more on this topic, see “Games 
Grow Up,” on page 38.) 

Why? Because, as the success of 
R-rated movies and potboiler best¬ 
sellers clearly shows, sex and violence are a common interest of 
consumers—and these consumers are increasingly likely to own a 
computer. While many people like to spout about how viewing 
sexual and violent situations is warping our children’s frail minds, 
the fact is that most computer games were not developed for 

Some people seem to 
want a Walt Disney world 
of nothing but good, 
clean-behind-the-Mickey- 
Mouse-ears fun. 

stuff” when they created Doom? I don’t think so. They were 
thinking about what they—as adults—wanted to play. Now, I’m 
not going to get into an argument over how you define adult- 
actual age vs. mental development—but most of the games 
designed for PCs and Macs were designed for consenting adults, 


the same adults who read John Grisham novels and watch David 
Lynch films (although those may not be the same people). 

Sure, the arcade- and video-game businesses are different than 
the computer game business. They target their do-it-yourself dis¬ 
memberment extravaganzas directly at the hang-out-on-the-cor- 
ner baggy-pants crowd, so it’s no wonder that parents and Con¬ 
gressmen get so fired up about those games. And yes, a self- 
imposed ratings system is probably a good idea. That way, 
people, particularly parents, have some idea about what they’re 
getting before they plunk down their money. 

But what the naysayers need 
to understand is that the arcade- 
and video-game businesses are 
very different from the computer- 
game business. For one thing, the 
majority of PC game players are 
old enough to vote. They’re also 
old enough to buy whatever 
material suits their needs and 
desires—in books, movies, or 
whatever media. 

I mean, just imagine a world so 
whitewashed that all we could 
watch on TV is Barney and Full 
House. Personally, being limited 
to watching nothing but Bob 
Saget or the purple puffball would be more likely to instill homicidal 
thoughts in my head than any number of NYPD Blue episodes. 

Still, those kinds of restrictions are what some people hope to 
impose on computer games. Instead of treating computerized 
entertainment like any other communication medium, they want 
a Walt Disney world of nothing but good, clean-behind-the- 
Mickey-Mouse-ears fun—all because of the misperception that 
games are just for kids. 

Even some retailers are pulling the “we don’t want to sell that 
kind of stuff” routine—though in a stunning tribute to the 
hypocrisy of the bottom line, many of them change their tune 
when it comes to games with big sales potential. While many 
stores rushed to pull the slow-selling Night Trap off the shelves, 
for example, a lot fewer seemed disturbed by the megaviolence in 
the megahit Mortal Kombat. 

My bottom line is this: If game players are old enough to decide 
who should be the next President, or to rent an R-rated movie, 
they’re old enough to decide on the content of the games they buy. 
That’s part of what being an adult is all about. 

Now we just need to convince the non-gaming world of that. 



children! 

Do you really 
think the guys at 
id Software were 
saying to them¬ 
selves, “Hey, I 
bet a lot of 7- 
year-olds will get 
off on this splat¬ 
tering bodies 
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This fast-paced, 
splatter-packed CD- 
f ROM movie-based 
P interactive adventure 
features^real movie 
clips (from the movie 
Pumpkinhead II: 

Bloodwings), real * 
movie music, and real ^ 
* movie stars, such as 
Pumpkinhead himself, smiling above, jJ^« 
and Roger Clinton, the President's Jggg : I 
more successful brother! You'll get | 
everything but real blood on your v 
computer. This game is sure to mIH 
get your blood pumping! 







Wi rehead 


Donald St. John 


Online Headlines 


A recent buzz around the Internet was the announce¬ 
ment by eight huge newspaper chains that they’re 
forming a conglomerate to start a national network of 
online services. We’re talking The Washington Post, all 
the Hearst papers, Gannett, Knight-Ridder, and other 
heavy hitters—something like 150 newspapers’ worth. 
Like everyone else on the planet, they’ll be hooking up to 
the World Wide Web. 

This was inevitable: 

Newspaper readership has 
been eroding for a quarter- 
century, labor and paper 
costs are through the roof, 
and the surge of information- 
hungry people onto the 
Internet is impossible to 
ignore. But I wonder if this 
move is as significant as 
the announcement made it 
sound. Somehow, I doubt it. 

For this new service to 
matter, the suits at all those 
newspaper chains will have 
to change the way they think about information delivery—fast. 
See, the Internet is great at two things that newspapers aren’t: 
Getting information into people’s hands instantaneously and 
directing data very nar- 

The Internet is rowly to target people’s 

specific interests. 

changing the meaning Tbe fir t ls , obviou ! If 

you don t think so, try log- 

of local news. ging onto AP Online on 

CompuServe (Go AP), for 
example, and comparing it with your paper the next day. You’ll 
find you’ve read almost everything in the paper but Calvin and 
Hobbes. (And you probably did read at least one of the duo’s 
comics-page neighbors. You can check on the latest Dilbert on 
America Online at Keyword: Dilbert or the World Wide Web at 
http://www.unitedmedia.com/comics/dilbert/.) 

Anyway, the news chains will surmount the immediacy prob¬ 
lem simply by going online; it’s the second issue that’ll plague 
them to no end. There’s no way that any number of newspapers 



can ever cover the immense range of interests that pervade the 
Internet. One beauty of the ‘Net is that no matter what you like, 
no matter how unusual it seems, others out there like it too. 

Not convinced? Let’s try a test. Into kites? Plenty of people drop 
into Usenet’s reddles newsgroup to talk quad-line tangles and dia¬ 
monds vs. boxes. How about British singer-songwriter A1 Stewart, of 
Year Of The Cat fame? An e-mail to majordomo@bi.fish.com that 
says “subscribe al-stewart-digest” will find you more Stewart fans 
than you’d think still existed in 1995. Still not esoteric enough? Let’s 
go back to the Usenet and crank up our pistols in alt.sport.paint- 
ball—where to play, what 
camouflage to wear. And these 
are only the beginning. 

No newspaper with a lick 
of sense would even attempt 
to deal with this stuff. To be 
fair, that’s not what the news 
chains are after. They aim to 
concentrate on local informa¬ 
tion for each paper, while al¬ 
lowing access to the com¬ 
bined resources of all of them. 

That’s great, but the Inter¬ 
net is changing what “local” 
means. In the old days (a year 
or three ago), it was the high- 
school football team, sum¬ 
mer’s swim-lesson schedule, and Christmas displays at the mall. 

It’s not called “cyberspace” for nothing, though. For me, like 
millions of others on the ‘Net, local is the New Zealander with 
whom I’ve been swapping tapes. The Internet is shrinking the 
world, but that’s based on interest, not location. I’ve been tapping 
into The Orlando Sentinel’s well-designed new space on AOL 
(Keyword: Orlando), where an old classmate writes about the city. 
But while it’s nice to see how he’s writing, I find I don’t care about 
what he’s writing. I don’t live there; it means nothing to me. 

Let’s face facts: Newspapers just aren’t weird enough for the 
Internet. They’ll do okay, and there may be enough “normal” 
folks hopping onto the ‘Net to make it worthwhile to publish an 
electronic paper. But these new publications won’t find the same 
world—or rules—to which they’ve been accustomed. Unless some¬ 
one in charge figures that out and changes what and how the digi¬ 
tal papers deliver, they’ll find out the hard way that ‘Net users get 
their information just a little differently. 

Tell Wirehead about what you like online. Reach him at 
dstjohn@iftw.com or e2online@aol.com. 


36 August 1995 • ELECTRONIC ENTERTAINMENT 









Available in major retail outlets or order direct (800) 360-7455 


©1995 Looking Glass Technologies, Inc., Cambridge MA. Flight Unlimited. Looking Glass and the distinctive logos are trademarks of Looking Glass Technologies. Inc. All rights res 




here I was, innocently mousing my way through a game 
of Noctropolis on my Pentium. Noctropolis is one of 
those interactive CD-ROM battle-against-demonic-allies- 
who-are-indulging-in-carnage-worthy-only-of-the-end-of- 
time kind of games. 

As usual in this kind of modem adventure, I’m playing 
the role of a confused guy. I’m wandering around a 
creepy environment, entering rooms, examining docu¬ 
ments, picking up objects, and—WHOAAA, baby! I 
think I just saw a video of a babe taking down the shoul¬ 
der straps of her nightgown! Yes, upon replay, it appears 
that’s exacdy what it was. Wait, let’s watch that one more time. Uh, 
yes, there’s the nightgown, the cleavage, the skin...hey, Noctropolis is 
fun! Talk about hidden Easter eggs in computer programs! Somebody 
throw some water over me! 


I guess it was inevitable: Full-motion flesh has come to mainstream 
computer games. Sex, of course, has made its presence known in every 
communication medium known to man (and I do stress “man”). 
Ancient civilizations carved and painted rocks in perverse ways. And 
while we snootily label European nude paintings “pure art” today, you 
know they served another purpose back then. Back then, paintings 
were all there was to leer at. Remember, they didn’t have Cinemax 
After Dark in 19th-century Europe. 

Legend has it that the quest for nudity is what really sold Super-8 
projectors in the 1960s and VCRs after that. It’s hard to argue. 
Some of the best-selling CD-ROM titles, too, have been sexually 
oriented releases, such as Penthouse Interactive’s Virtual Photo 
Shoot and The Dream Machine from New Machine. But nudity 
may not be driving the interactive CD-ROM market the way it 
helped earlier media formats. 
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is not all X-rated. 

homes in mainstream titles. 


Just Like the Movies 

Last year, Electronic Entertainment checked out some of the more 
explicit CD-ROM titles that seemed to sprout like weeds the moment 
the format was christened (see “Cybersex,” August 1994, page 34). 
Things have, well, evolved since then. Sex isn’t being sold just on 
seedy discs in plain brown wrappers. To various degrees, it’s also 
showing up in mainstream games. Some of the developers are small 
start-ups looking to make a quick buck with the power of erotica; 
others are big media companies bringing their adult sensibilities to 
interactive entertainment. It’s coming from both sides—from success¬ 
ful computer-game publishers adding “mature” scenes to their 
Hollywood-like efforts, to seasoned makers of “adult” videos seeking 
to leverage their expertise in applying body make-up by cranking out 
“legitimate” interactive releases. 

In many ways, it’s no big deal. Hollywood has been putting nudity 


By Don Steinberg 


and simulated sex in movies for decades. You won’t find “adult” 
videotapes in a Blockbuster Video store, but you’ll have no problem 
finding steamy sex scenes in “R-rated” movies lining the shelves. 
Heck, even Forrest Gump had sex. 

“You don’t say to someone, ‘Hey, I just went to an R-rated movie.’ 
It should be that way with games,” says Tom Gotuzzo, president of 
Rapture Interactive, a small company that hopes nudie casino-games 
are the secret to multimedia success. 

Graphic Interfaces 

As Hollywood meets Silicon Valley, apparently it will soon be that 
way with games. Sierra On-Line’s Phantasmagoria, one of this sum¬ 
mer’s most anticipated game releases because of its technological and 
narrative depth, contains a scene that the company warns has “a sex¬ 
ually adult nature.” The game’s creator (and Sierra co-founder), 
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Looks can kill in this sexy-turned-scary 
scene from Noctropolis. 

cleaned-up version of the game without the 
rating will be out in July. And on top of all 
the sex, I have never heard the f-word so 
many times from anything I’ve ever put into 
my computer. (For more on Midnight 
Stranger’s World Wide Web site, see “Sex on 
the Wires,” page 43, and for a full review of 
the game, see January 1995, page 92.) 

Of course, sexy content doesn’t 
have to be graphic to represent a 
departure from the typical com¬ 
puter game. EA’s upcoming 
Psychic Detective, an adventure 
game in which you play a psychic 
solving a murder, has a bit of sexy 
content, but no nudity; voyeurs 
will have to be satisfied with a 
babe in a red brassiere. Likewise, 
Access Software’s upcoming game, tentative¬ 
ly titled Pandora Device, will also have its 
share of scantily-clad actresses to give the 
game some adult appeal. (For a preview of 
Pandora Device, see July 1995, page 62.) 


Broderbund’s In The 1st Degree takes a 
similar approach. There’s no graphic sex or 
nudity, but plenty of suggestive situations. As 
a district attorney attempting to get a murder- 
one conviction, you must work through a 
case involving a “lurid sexual triangle,” 
according to the game’s news reporters. And 
one witness describes making love with the 
suspect when you question her. Pretty racy 
stuff from the folks who’re still looking for 
Carmen Sandiego. (For a full review of In The 
1st Degree, see page 56.) 

The Main Attraction 

Of course, there are games where nudity is 
the focus. Chalk these up primarily to 
entrepreneurs and adult-video companies 
hoping to make their mark in the crowded 
computer-entertainment business. I don’t 
think I’m giving away too much when I 
reveal that Rapture Interactive’s Cyberstrip 
Poker and Cyberstrip Blackjack let you 
compete against full-figured female models 
in card'games; when you win, they perform 
videotaped striptease acts. 

Blackjack and poker 
games have been com¬ 
puter time-killers forev¬ 
er, Rapture’s Gotuzzo 
acknowledges. But with 
the prospect of nudity, 
he says, “it gets more 
addictive. You’re saying, 
‘I just gotta see this girl 
naked.’” The game also 
includes optional excur¬ 
sions down corridors of 
a 3-D environment, but 
that probably wouldn’t 
have been enough on its 


’ We want people 
o buy this just as likely 


ames 


realistic horror drama for 
mature audiences, and she 
“chose not to candy-coat the story’s < 
pense and violence”—nor, apparently, 
its tidbit of adult sexuality. 

And while I was surprised by the 
nudity in Electronic Arts’ Noctropolis, 
to be fair, the game has only a minimal 
amount of it. As Jeff Lee, the game’s 
associate producer, explains, “The vil¬ 
lain attacks your psyche by posing as 
Stiletto in a dream-state and then, uh, being 
naked and attacking.” The flesh-filled night¬ 
gown scene that first startled me contains 
only a split second of actual nudity. 
“Actually, there’s less nudity in there than 
was originally designed,” Lee says. The initial 
nightgown scene “was filmed...a lot lower,” 
but was cut off before it got too revealing in 
the final release of the game. “We found we 
didn’t need it,” Lee says. 

Noctropolis does contain one full-fledged 


You're man enough to wear one—and play 
Midnight Stranger—right? 

topless scene toward the end of the game. “It 
takes about 15 or 20 hours of game play to 
get to the topless scene,” Lee says. “And the 
whole thing lasts about five seconds. If that’s 
what someone’s playing for, there’s not 
much payoff.” (For a full review of 
Noctropolis, see March 1995, page 71.) 

Other games seem to take the sex more 
seriously. Gazelle Technologies’ innovative 
and weird game Midnight Stranger employs 
an interface called “virtual intimacy” that 
lets you engage various video characters in 
rambling conversations. If you play your 
cards—and your responses—just right, cer¬ 
tain conversations can lead to one-night 
stands. These episodes, along with frontal 
nudity and an “anti-rape” scene (which has 
been toned down since the game was first 
released), earn Midnight Stranger its self- 
administered “18+ Adults Only” rating. A 
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The Good Parts 


Company/Phone Number 

Format/Price 

Mature Content 

Ship Date 

Cyberstrip Poker, 
Cyberstrip Blackjack 

Rapture Interactive; 310-827-0600 

Win/Mac CD, $69,95 each 

Play games of chance against busty 
women; they disrobe if you win. 

Available 

In The 1st Degree 

Broderbund; 800-521-6263 

Win CD, street price $50 

Play the district attroney in this adventure 
game involving a murderous sex triangle; 
no graphic images, just situations. 

Available 

Midnight Stranger 

Gazelle Technologies; 800-237-6675 

Win CD/Mac CD, $59.95 

An adventure game featuring virtual 
intimacy: frontal nudity, first-person 
perspective sex scenes. 

Available 

Mirage 

Atlantis Interactive; 800-822-8339 

Win/Mac CD, $69.99 

A Western adventure game featuring a 
pair of porn stars. 

July 

The Ms. Metaverse 

Virtual Vegas; 310-315-3606 

Win CD/Mac CD, $49.95 

Judge a futuristic pageant You decide 
whether it’s about beauty, brains, or 
something else. 

August 

Noctropolis 

Electronic Arts; 800-245-4525 

DOS CD, $49.95 

An adventure game that contains some 
frontal nudity. 

Available 

Pandora Device 

Access Software; 800-800-4800 

DOS CD, $99.95 

An adventure game featuring ex-Charf/e’s 
Angel Tanya Roberts. 

Spring 1996 

Phantasmagoria 

Sierra On-Line; 800-757-7707 

Win CD, $69.95 

A horror/adventure game with adult 

Summer 

Psychic Detective 

Electronic Arts; 800-245-4525 

DOS CD/3DO/PlayStation, 
not yet priced 

An adventure game with adult content, 
including a sexy woman in lingerie. 

Fall 

Red Shoe Diaries 

Magnet Interactive; 202-625-1111 

Win CD/Mac CD, not yet 
priced 

A CD-ROM adaption of the Showtime TV 
show, in which the goal is to live out peo¬ 
ple’s fantasies. 

1996 

Virtual Vegas, Vol. 1 

Virtual Vegas; 310-315-3606 

Win CD/Mac CD, $29.95 

Play games of chance with leather-clad 
dealers who speak in double-entendres. 

Available 


as they’d buy Myst or Under A Killing 
Moon,” says Gotuzzo. “So we add another 
dimension to it—sex appeal.” (I think my 
favorite part of the Cyberstrip series is that 
its “panic button”—the thing you’re sup¬ 
posed to click if the boss comes into your 
office—displays a Macintosh desktop on the 
screen of my Pentium. If my boss saw that, 
he would panic.) 

Rapture’s next game is Hollywood Body 
Double, in which you are hired to direct a 
pay-per-view special starring Shelley 
Michelle, a real-life body-double for big-time 
actresses. “If you do well, Shelley invites you 
back to her apartment, for a cocktail or 
something,” Gotuzzo explains, not entirely 
giving away the ending. 

A handful of other companies also publish 
games that combine, in various proportions, 
skin, games of chance, and the future. Virtual 
Vegas Vol. 1, which includes sexy outfits, 
plenty of cleavage, and flat double-entendres 
in a futuristic rendered casino, is probably 
the best known of the lot. (For some reason, 


the present.) The company that makes 
Virtual Vegas will soon be coming out with 
another adult-themed game, The Ms. 
Metaverse Pageant, which is a futuristic 
beauty pageant in which you are the judge. 
(For more on participating in Ms. Metaverse 
online, see “Sex on the Wires” on page 43.) 

Be warned, though: Many of these 
“games” are far more “adult” than their 
playful names would indicate. Big-time 
video pornographer Vivid Entertainament 
has issued dozens of its raunch-fest movies 
on CD-ROM under the name Vivid 
Interactive, along with a handful of so- 
called games for CD-ROM (Hot Slots, 
Winner Takes All). These games stick a 
user’s superficial bets and wheel-spins 
between poorly digitized, very raunchy 
scenes that are apparently lifted straight 
from Vivid’s movies. 

Vivid, however, is also publishing non¬ 
hardcore CD-ROM games under the Adantis 
Interactive label. One of its first game releases 
is Mirage, which spokesman Charlie Bozonier 


the future is a major theme in sex-game discs. 
I guess the promise of a sex-filled future is 
appealing to those who aren’t getting any in 
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| Mainstream describes as “like a Myst or 
| A ||B A A The 7th Guest with a Western 
I Cl 111C U cyberpunk format. ” Okay. 

In Mirage, “it’s the Old West and your 
wife is kidnapped, and you’re helped to find 
her by a beautiful Indian girl.” There are var¬ 
ious other beautiful women to encounter in 
the game, which will combine rendered envi¬ 
ronments with full-motion video. At one 
point, for example, you find a telescope at 


the top of a hill, and you peer through it to 
spy on “two bad girls who stop at a watering • 
hole and basically cool each other off.” 

Bozonier suggests Mirage will be “more 
PG-13” than hardcore; we’ll see. Vivid had 
considered making alternative adult versions 
of its forthcoming Atlantis games but decid¬ 
ed to keep the two lines distinct. Some of the 
footage on Mirage, however, previously 
appeared in a western-themed porn video 
called Shame. The same two actresses star in 
both releases. “There is some crossover 
there,” Bozonier says. “If you’d seen Shame, 
you’d recognize those two ladies.” This may 
make some sense. After all, the quality of act¬ 
ing in a typical computer game isn’t so differ¬ 
ent from the quality of acting in a typical 
medium-budget porno flick. 

Another maker of adult CD-ROMs, 
Digital Playground, is also getting into the 
mainstream business with its Dream 
Theater label. Its first release, The 
Misadventures of James Spawn, is a video- 
based comedy in which you undertake vari¬ 
ous quests, many involving sexy women: 
look for Playboy Playmate Rebecca Feratti 
of Ace Ventura Pet Detective fame. The 
game will be available in “PG-” and “R- 
rated” versions when it ships in September. 


Version Control 

For game-makers that want to offer some¬ 
thing for everybody, releasing alternative ver¬ 
sions is an attractive option, especially for 
mainstream game-publishers whose follow¬ 
ings have traditionally included younger 
game-players. 

For example, only the “R-rated” version 
of Sierra’s Phantasmagoria contains that 
scene of a “sexually adult nature.” Parents 
supposedly can block this 
(and some violent scenes) by 
invoking a “password-pro¬ 
tected toggle” before the kids 
take the keyboard—that is, if 
the parents know how to 
turn on the computer. (Phan¬ 
tasmagoria will carry this 
toggle instead of an adults- 
only rating.) 

Rob Landeros, chief execu¬ 
tive officer and creative direc¬ 
tor of Trilobyte, says the 
company originally developed 
two versions of The 11th 
Hour, its long-awaited sequel 
to The 7th Guest. “We had 
two working scripts with sev¬ 
eral scenes that varied in strength of adult 
content,” he acknowledges. “These were 
labeled internally as the R version and the 
PG-13 version.” Trilobyte considered sepa¬ 
rate releases of the two versions, or putting 
both in the same package with a special tog¬ 
gle, but ultimately chose to omit the adult 

“Most of the 
movies you see 
are but one ver¬ 
sion, the release 
version, amongst 
several hundreds 
of [possible ver¬ 
sions],” Landeros 
explains. “How a 
creator decides 
, what ultimately 

plex, often col¬ 
laborative process that goes beyond whether 
or not to include sex.” 

Trilobyte is currently working on a 
humorous game of office politics called Dog 
Eat Dog, which Landeros says contains “no 
significant nudity” but does deal with adult 
content, “as befitting an office politics 
theme.” “The terms mature and adult should 


not be confused with sex and nudity, 
although those two elements are part of 
being an adult,” Landeros says. 

Maybe so, but cable TV has shown that 
adults go for sexy stories. Thus, it’s no 
surprise that softcore film director extra¬ 
ordinaire Zalman King has signed with 
Magnet Interactive Studios—developer of 
a dozen or so mainstream CD-ROM titles, 
including Beyond the Wall, a title about 
the Vietnam Veterans Memorial—to cre¬ 
ate an adult-oriented CD-ROM of King’s 
popular Red Shoe Diaries cable series. 
Due in 1996, it will be an interactive ver¬ 
sion of the erotic Showtime cable-TV 
series that supposedly appeals to women 
as well as men. Magnet Interactive chief 
technical officer and senior creative direc¬ 
tor Gregory Johnson describes the planned 
game as not unlike Myst or any other 
adventure game, “except the problems 
you solve are of a more erotic nature than 
‘a dragon is trying to kill me.’ ” 

The format of the cable series is that 
there’s this hunky guy (played by The X- 
Files’ David Duchovny) who, in each 
episode, reads passages from provocative 
diaries that people have sent him. He tries 
to make their fantasies come true. In the 
game, you’ll be able to help him—and 
you get to watch. “This shouldn’t be 
lumped in with porno CD-ROMs,” 
Johnson says. “This is a very sensitive treat¬ 
ment of the topic.” 

Sensitivity is a key issue here, in more ways 
than one. While 
many grown-up 
gamers and multi- 
media enthusiasts 
will enjoy the added 
sophistication, the 
changes will no 
doubt rub some 
people’s sensitivities 
the wrong way. 

No matter how 
tastefully done, or 
how many times 
they are compared 
to Myst, these adult-themed games are 
encroaching on a genre that once concentrated 
almost exclusively on a different kind of fanta¬ 
sy. While games like Voyeur and Night Trap 
offered a taste of lingerie modeling that went 
far beyond Mario and Sonic, today’s interac¬ 
tive titles are taking their cues from the movies, 
not Saturday-morning cartoons. L2 
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S ex and nudity online? Can you imagine? 

Well, of course you can. The modem 
had barely been developed before 
people were engaging in text-based 
sex fantasies over privately maintained 
bulletin boards. To this day, those types of 
BBSs are a staple of local online offerings. 

However, with the advances in high-speed 
modems and the rampant growth of the 
Internet over the past two years, sexually ori¬ 
ented content has come into its own. The ability to easily scan and 


There’s plenty of sex 
on CD-ROM, but that’s 
dwarfed by the 
“pornucopia” of prurient 
material you can 
find online. 


But the wildest action on the Internet 
is in the Usenet newsgroups. Right now, 
Usenet is like the old Barbary Coast of 
San Francisco-anyf/wng goes. Redheads, 
Asians, animals, you name it-it's there in 
the various alt.sex.* or, particularly, 
alt.binaries.* newsgroups. (The * is a wild 
card, which represents several possible 
specific topics.) One especially high-traf¬ 
fic area is a!t.binaries.nude.celebrities, 
interesting way to 


in fact, it’s hard to find much of anything on the major services li 
America Online and Prodigy. (Although it is fairly simple to get to 
sex-oriented Usenet newsgroups through the services; see below.) 
Instead, sex is the province of the far more open Internet, and sev- 


while recent European tabloid pix of 
an unadorned Brad Pitt are all the 
rage on the actors’ side). It doesn’t 
even matter if an actor or actress 


eral familiar publishers have rushed to take advantage. Playboy and has ever actually appeared nude in 

Penthouse both report literally millions of hits on their World Wide Web a movie or pictorial-fake images 

sites. Each magazin e-Playboy at http://www.playboy.com, Penthouse created with Photoshop and other 
at http://www.penthousemag.com/home.html-offers selected digitizing software also abound in 
images of their Playmates/Pets of the Month alongside some of the the Usenet groups. Ask, and ye gen- 
text content from erally shall receive, 
their current issues. The sex areas are not the most 

Playboy even plans female-friendly places on the Internet, and it’s debatable how 
a “Girls of the ’Net” friendly they’ll be to anyone. The proposed Communications 
pictorial in an up- Decency Act filed by Sen. James Exon (D-Neb.), which would out- 
coming issue. The law many current types of sex-oriented transmission, is still alive 

big two have re- and well in Congress. Proponents of the legislation claim it's 

cently been joined meant to protect children from stumbling on or searching out sex 
by the raunchier material on the Internet; Internet advocates and civil libertarians 
Hustler at http:/ are fighting the bill, saying it is poorly written, unconstitutional, 
/hustler.onprod. and impossible 


to enforce. Legal 
action may be 
rendered less 

scription model; paying for a subscription gets you a much fuller look important, how- 
at that month’s pictures and articles. ever, by a new 

Naturally, sex on the Web is not limited to the regular ol’ magazine software utility 
fare. The folks at Virtual Vegas have their Ms. Metaverse Pageant up called Surfwatch 
at http://virtualvegas.com. Also, Anlmatics Multimedia, the developer that can block 
of Midnight Stranger, has mounted a Web site that lets you play or sex-related Capturedmovies , iHSisuchasmsshotot 
download extra modules and footage, including points of view for Internet site 
females and homosexuals. Find this at http://www.globalx.net/mid- The company aboi 
nightstranger. And Go Digital CD-ROM magazine has additional offers information 
images of its nude models at http://www.GoDigitai.com. All that http://www.surfwatch. 
doesn’t count the numerous (and frequently temporary) Web pages immediate endorsement from two unexpected quarters- 
that are privately mounted, often featuring commonly found celebrity Playboy and Penthouse. (Surfwatch Software; 415-948-9500; 
images. Typically, you can locate these by using standard Web Windows/Mac, $49.95 plus an optional $5.95/mo. for continual 
search engines such as Lycos or WebCrawler. new-site updates) 










Skyview amusement-park is slated for demolition. 
Use these hints to keep the bulldozers at bay. 


Id theme parks never die, they just get developed. 

In the new action/adventure game Panic in the Park, histori¬ 
cal Skyview amusement park is in jeopardy of being the next 
thrill center to get a mall-sized facelift. Skyview founder Champ 
has died, leaving his twin daughters-both played by Playboy Playmate 
and former Baywatch star Erika Eleniak-feuding over the park's future. 
Jamie, the good sister, wants to save the park, while Janie, her evil twin, 
wants to sell it to demolition-minded real estate developers. 

Things don't have to end that way, of course. Before his death, Champ 
signed a deed that gave ownership of the park to its employees. But the 
deed has been stolen, and it's up to you, the local newspaperman, to 
find the deed, return it to Jamie, and save the park. Oh, yeah-you have 
to do all of this by morning or the park is pavement. So get moving! 

Finding the deed won't be easy. You travel through this first-person 
adventure/puzzle game via a point-and-dick interface similar to Myst. 
Simple mouse motions also control each carnival game and puzzle, but 
winning isn't so simple. 

First, you have to get Skyview's tight-lipped employees to open up by 




beating them at their own carny games. The 12 amusement park chal¬ 
lenges include such carnival staples as darts, water-gun shooting, and 
Skee bail. And Skyview's unique booths challenge your dexterity with 
everything from motorcycles to air cannons. 

Limber up those fingers, because the faster you win a game, the 
more tokens and information you receive. Eventually, your path will 
lead you to the Oracle, a mystical being who oversees the park and 
holds valuable clues to the deed's location. Only after solving the 
Oracle's puzzle can you retrieve the deed and expose the thief. 

Panic in the Park features 20 different actors with whom you will 
have literally hundreds of conversations as you try to unearth clues. 
Each time you begin, there are nine suspects and multiple hiding places 
for the deed, which the game's developer Imagination Pilots 
Entertainment claims gives the game more than 200 possible outcomes. 

Don't panic: No tokens are requirecMwr our Guided Tour of 
Skyvieiw's biggest attractions. Look for the game to hit^tore 
shelves this month. (WEA Visual Entertainment; 800-693-3253; 
Win CD, $59 95) Steve Klett 
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NEWS 


I 

Windows 95 Gets Into the Game 




or months, Microsoft 
has claimed that Windows 
95 will be the ideal gaming 
platform {see “Windows 
95: Fun 8c Games” on page 
80). Finally, a growing 
band of game developers is 
beginning to put some beef 
behind the bragging. 

Several game makers, 

including Microsoft Home (surprise!), Accolade, Mindscape, 
ATI, Spectrum HoloByte, and 7th Level, are already showing 
„c£ w;:_ or -re.-: — rui — :—i..j:— Origin Systems, have 
stated their inten¬ 
tion to create Win 
95 games, or at 
least to build 
games compati¬ 
ble with Win 95. 
Hot new tides are 
critical to Win 
95’s acceptance 
among gamers, 
since many DOS 
titles won’t run 
under the operat¬ 
ing system—re- 
crosoft hopes to hit with Fury 3 . quiring the user 

to go through the 

annoying “dual-boot” procedure to get to good old DOS. 

Not every early Windows 95 title will float your boat, but 
there’s no doubt that the new operating system has what it 
takes to support quality games. 

For instance, while Accolade’s platform game Super 
Bubsy merely looks to be a mediocre port of standard 
16-bit cartridge fare, Microsoft Home’s Fury 3 has all the 
earmarks of a winner. A more flight sim-like take on 
Descent, Fury 3 ’s appearance and speed should set the 
standard for Win 95 games to come. It sure beats Hover, 
the nonviolent first-person action game 
that ships with the operating system. 

Look for Hover to add guns via a sepa¬ 
rate upgrade. 

Magnet Interactive’s Win 95 plans 
include Monster Island, in which you send 
movie monsters on a spree of destruction. 

Stomp buildings, make a meal of the locals, 
and torch some tanks as you attempt to 
become the baddest monster on the block. 

Network and modem support, plus the 
ability to import—and smash—your 
favorite SimCities, should add to the fun 7t h Leve | wj n hjt 
when this one ships in the fall. Battle Beast. 


Mindscape has 
jumped feet-first into 
the Win 95 market 
with several tides. 
Look for NCAA 
Football to start the 
show. While the early 
version still had a 
way to go, Mind¬ 
scape seems to have a 
solid core on which to 
build its action/strategy football sim. Realistic player move¬ 
ments and authentic coaching styles may make this a gridiron 
game to keep an eye on when it ships, reportedly within 60 
days of the launch of Win 95. 

Also by year’s end from Mindscape, look for Warhammer, 
a fantasy role-playing game based on The Games Workshop’s 
popular Warhammer universe. Mindscape’s Win 95 lineup is 
rounded out by CyberSpeed, a fast-paced action game com¬ 
bining high-speed racing with bone-crushing combat. 

Meanwhile, Star Trek moves into the future on Win 95 in 
Spectrum HoloByte’s Star Trek: Generations due out in 
early 1996. 

The slick Ice & Fire, developed by Zombie for GT 
Interactive with the help of Tetris creators Alexey Pajitnov 
and Vladimir Pokhikho, brings adventure, strategy, and 
Doom-like action to Win 95—and the Macintosh. Look for 
the two-disc set in September. 

Pythonizer promoter 7th Level only recently jumped 
from multimedia to gaming, but the company already has 
plans to support Win 95 features in Battle Beast and 
Arcade America, which are shipping this fall, and Return 
to Krondor, which is due out by spring of 1996. 

Time Warner plans to remake the popular 3DO shooter; 
Return Fire, into a Win 95 tide. The semi-strategy action 
game was fun to play with another person, but grew boring 
against the computer Here’s hoping for smarter artificial 
intelligence on the PC. 

Look to take a step back in time with Microsoft Return of 
, which includes such classics as Pac Man, Dig Dug, 
Pole Position and Ga- 
laxian, redeveloped ex¬ 
clusively for Win 95. 

Games for Win 95 
will also come from un¬ 
usual sources. Graphics 
card maker and Win 95 
booster AH plans to start 
producing games for the 
new operating system, 
including Spacerox, a 
souped-up version of 
Asteroids with a 3-D 
look and feel. 
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■ he game titles may sound different, but the games 
themselves are often mere variations on a theme. In this 
year’s batch of upcoming action games, for example, you’ll 
find multiple combat racing and mech discs, plenty of head- 
to-head fighting games, and all the adventure shooters 
-| you’ll ever need. 

'’HSk iZfia &gL™ Just don t expect 

many genre busters. 


ets, Electronic Arts is 
shipping Magic Carpet 

II in September. You’ll 
morph into different crea- 


There’s a lot of combat 


year. The motorcycle 

madness that kicked 
The futuristic racing game Wipeout j n t 0 gear with Full 
from Pysgnosis should be one of the Thrott|e s|ams into 
best titles they release this year. ,. ... „ . 

' overdrive with Maxi¬ 

mum Roadkili from Take 2 Interactive for PC, PlayStation, and 
Saturn. Other two-wheeled speedsters include GameTek’s 
CyberBykes, which offers fast 3-D graphics and 360-degree 
views and supports VR headsets and eight-player network 
action. Mindscape’s motorcycle combat racer CytjerSpeed 


banks on fast 3-D polygon graphics and eight-player network 
support Finally, there’s the Road Rash-esque ESPN Extreme 
Games, in which you propel mountain bikes, inline skates, 
skateboards, and street luges on six international courses For 
racing with a futuristic twist, check out Psygnosis’s impressive- 
looking Wipeout for the PC and PlayStation. You race around ten 
roller-coaster-like tracks in one of eight antigravity racing craft 
Mission-based combat games also take to the road with 


group to join the resistance. 

Mindscape has an end-of-the-world action/adventure of its 
own. In Warhamme? 40,000: Dark Crusaders, you lead a 
heavily armed team into various 3-D environments on multiple 
planets to weed out traitors of the emperor. 

Sony Imagesoffs 3-D Virus should keep action fans happy 
on the PC this Christmas and on the PlayStation in early 1996. An 
unknown virus invades your ship and fuses organic and elec- 


Road Warrior, GameTek’s sequel to Quarantine. It features 
Super VGA graphics and an improved driving model. Along the 
same lines is the eye-pleasing Twisted Meta! from Sony 
Imagesoft for the PC and PlayStation, which lets you drive 12 
deadly vehicles, from ice cream trucks to police cars. 

Mano a Mano 

Fighting games for the PC will challenge the console systems 
with high-tech titles like a strong port of the arcade smash 
Primal Rage from Time Warner Interactive, which will hit the PC, 
Saturn, PlayStation, and 3D0 starting this summer. Also, 
Mindscape’s Savage Warriors promises to be a strong con¬ 
tender with a dozen warriors created using the company’s 3D Bio 
Motion technology. 

Armed combat continues as well. Time Warner Interactive is 


tronic material into mutants. 

Acclaim wants to take you out to the movies with three new 
multiplatform games based on big-name films In Alien Trilogy 
you navigate 18 levels of hair-raising battles. Batman Forever 
brings interactive movie fun to the PC, Saturn, and PlayStation. 
Finally, Hollywood Pictures’ Judge Dredd, starring Sylvester 
Stallone, will become a PC game featuring 28 missions and 12 
levels-7 from the film and 5 from the original comic book. 

TV tie-ins mix the action with a little jiggle. While Baywatch 
babe Pamela Anderson is in Dark Horse Interactive’s Barb Wire, 
costar Yasmine Bleeth will play Jo, a tough but adorable merce¬ 
nary tracking down dictator Drexel (Walter Koenig, Star Trek’s 
Chekov) in Maxximum Surge. Look for Digital Pictures’ all¬ 
video title this November on the PC, Saturn, and 3D0. 

Zombie’s ZPG-for Zero Population Growth-mixes 3-D char- 


porting its mech-like arcade game T-MEK to the PC in October. 
It will support single, modem, or network play as you battle other 
T-MEKs, ’droids, and bosses to become the supreme T-MEK. 
Psygnosis has 3-D Krazy Ivan in the works for the PC and 
PlayStation. Five impressive battle zones set the stage for frantic 
shoot-outs with nasty alien mechs. And for hand-to-hand com¬ 
petition featuring wizards and spells instead of robots and rock- 


acters and arcade action with black-and-white backgrounds ani¬ 
mated by MTV artist Aiden Hughes in the retro style of heroic 
Soviet worker posters. GT Interactive will distribute the game 
Philips continues to develop for the CD-i and PC with Alien Aliy. 
After crashing on an unknown planet during a routine survey mis¬ 
sion, you must work with a resident alien to rendezvous with your 
mothership. The Argonaut-developed title won’t ship till ’96. 
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Aiming for 


Adventure 



JWkdventure fans can rejoice 
in a passel of new adventure/role¬ 
playing games on the way for the 
holidays. And while the tradition¬ 
al party-of-comrades RPG may be 
going the way of the dodo, there 
are plenty of alternatives and 
even a few pleasantly old-fash¬ 
ioned surprises. 

BullFrog recently gave a sneak 

peek at Dungeon Keeper, an action-packed underworld 
adventure that turns the fantasy role-playing genre inside out. 
Rather than taking on the role of a do-gooder knight out to 
rid the world of evil while gathering riches, you play a dun¬ 
geon master with the opposite goal: preventing pesky adven¬ 
turers from stealing your treasures. Hordes of giant spiders, 
cockroaches, and other malevolent monsters are at your com¬ 
mand, and your combat perspective changes to match what¬ 
ever creature you send into combat. Switch to the cockroach, 
for example, and your view changes to ground level. The game 
is built around a new 3-D engine with 
real-time light shading that promises to 
provide an extremely immersive and 
bone-chilling experience. 

If you’d rather work for the side of 
good, Virgin Interactive Entertainment’s 
Lands of Lore II: Guardians of 
Destiny will let you play as Luther, the 
peace-loving son of Scotia—the sorceress 
of the Dark Army that was destroyed in 
the original Lands of Lore. You must 
learn how to control your inherited 
power to morph into various evil creatures. Only the lands of 
Gladstone hold the ancient magic that will release you from 
the dark shadow of your heritage. 

Prefer science fiction to fantasy? LucasArts is prepping Calia 
2095 , a disturbing first-person adventure. After a massive earth¬ 
quake separates Northern California from the rest of the conti¬ 
nent, a multinational cartel develops the landmass into a techni¬ 
cally sophisticated island continent called Calia. You play as a 
veteran bounty hunter out to apprehend the assassin of a promi¬ 
nent senator Your assignment becomes considerably more com¬ 
plicated, however, as you must protea Calia—and the world— 
from a nasty Information 
Boss who rules the Super 


trying to save his dog. 
Andy must confront 
bedtime monsters and 
overcome his fear of the 
dark by climbing, swim¬ 
ming, and shooting his 
way through a variety of 
visually stunning puz¬ 
zles. The story line may 
sound like it’s aimed at 
kids, but the puzzles are 
reportedly tough enough to challenge anyone. 

Andrew Spenceg the creator of the 3-D fantasy adventure 
Ecstatica, is busy at work on a slick 3-D title set in the 
modern world. Urban 
Decay features a larger 
environment, multiple 
3-D perspeaives, and 
a lot of action. Look 
for it from Psygnosis 
in summer 1996. 



Younger audiences and 
platform-adventure fans 
should appreciate Heart of 
Darkness, a cinematic and 
graphical extravaganza in 
which players assume the 
role of Andy, a young boy 
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players may want to 
check out Druid: 

Daemons of the 
Mind from Sir- 
Tech. A simplified 

interface and outstanding graphics should draw 
in even the most newbie gamer. 

Players interested in ancient history will be glad to hear that 
Interplay’s Dungeon Master II: The Legend of Skullkeep 

will debut this fall—eight years after its enormously popular 
predecessor Dungeon Master. Take on the role of Torham Zed 
and win the halls of Skullkeep with the aid of up to three com¬ 
panions whose aaions you also control. The new Dungeon 
Master includes a point-and-click interface, 3-D sound, and 
realistic weather effects such as rain and lightning. 

Interplay will also release the cinematic adventure 
NetRunner, a story set in a future where guns have been 
replaced by advanced artificial intelligence. You navigate 
this high-tech world as the son of the founder of the 
cyberspace revolution. 

If you’d rather deal with historical technology, go back 
in time to the hub of World War II Allied military intelli¬ 
gence in Enigma: Discover the Secrets 
of Bletchley Park from Rupert Mur¬ 
doch’s News Multimedia. Bletchley Park 
Mansion served as the headquarters for 
Allied signal intelligence during the war. 
Use the mansion’s secrets to crack enemy 
transmission codes and track German 
U-boats. Do well enough, and you’ll 
eventually have to decide whether or not 
to drop the big one on Japan. 











Flying High and Anchors Aweigh 



can lead up to four wingmen in an effort to stop the Russians 
from seizing control of Norway and Sweden. As an added bonus, 
the game includes network support for as many as eight players 
How realistic is it? Well, rfs still too early to say, but the flight 


The Tenth Planet features Bethesda’s advanced X n gine graphics. 

Theater, Interactive Magic’s War Patrol lets you choose 
between US. and Japanese forces. The game includes a data- 



Aerospace and the Royal Aeronautical Society. 

Mission Studio's Jetfighter III (distributed by Interplay) is 
equally impressive, boasting realistic terrain and a 3-D virtual 
cockpit This highly anticipated 
sequel puts you in charge of a U.N. 
squadron of the world’s top F-22 
pilots as you squelch a series of 
conflicts that take place around the 


base of 40 authentic ships and aircraft including the Yamato 
battleship and US. P47 Thunderbolt fighter. War Patrol is being 
developed by Alliance Interactive, makers of the classic strate¬ 
gic naval sim Harpoon. Time Warner’s Fast Attack, meanwhile, 


Space-sim aficionados should 
calculate trajectories to reach 
Bethesda’s Hie Tenth Planet 
Using the company’s new X n gine, it 
supports a variety of realistic new 
lighting and sound technologies 


that raise the bar for space combat TFX: EF2000 picks up 
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NEWS 


Game Plans for Sports Fans 



I he latest trends in sports games are merely the latest 
trends in computer games: motion capture and 3-D graph¬ 
ics. The result is a generation of sports titles more realistic 
than ever before. 

If you were daz¬ 
zled by FIFA Inter¬ 
national Soccer for 
the PC and 3DO, get 
ready for more. EA 
Sports is following 
up with PC, Play¬ 
Station, and Saturn 
versions of FIFA 
Soccer ’96. You’ll 
: than 300 


international teams, the 
voice of announcer John 
Motson, a playable ball- 
cam view, and two-play- 
er modem support for 
the PC. FIFA isn’t the 
only game in town, 
though. Konami’s eye¬ 
catching arcade-style 
Premiere Soccer for 
the PlayStation has larg¬ 
er polygonal players and 
playing surfaces, and 
Psygnosis scissor-kicks 
its way into the game 
with Powers ports So¬ 
ccer for the PlayStation Time Warner interactive di 
and PC. of the Great One to replicate his mo 

For fans of American Gretsky and the NHLPA All-Stars, 
football, Accolade gets 

tough with Unnecessary Roughness ’96 for the PC. 

Improvements in the game’s artificial intelligence and player 
statistics should increase the challenge and ensure more accu¬ 
rate season play. The update will also include a larger arse¬ 
nal of customizable defensive and offensive plays. Acclaim 
also takes the field this fall with NFL Quarterback Club ’96 
for the PC, PlayStation, and Saturn. The company’s propri¬ 
etary motion-capture technology will provide unique player 
animations and give extra realism to such moves as the stiff 
arm and over-the-top dive. The game will also feature 30 
NFL teams and all the Quarterback Club members, includ¬ 
ing Dan Marino, Troy Aikman, and Steve Young. Video 
sports fans will get to dig in their cleats with Digital Pictures’ 




PC, Mac, and Saturn title 
Quarterback Attack With 
Mike Ditka. The first-per- 
son-perspective, all-video 
tide promises more game 

play than the company’s Slam City With Scottie Pippen. 

If you’re not morally opposed to padding the coffers of 
overpaid baseball players, check out Acclaim’s Frank 
Thomas ‘Big Hurt’ Baseball for the PC, Saturn, and 
PlayStation this fall. It uses motion capture and blue- 
screen film techniques to give Thomas’s video image an 
authentic swing and presence on the field. You’ll also find 
700 other major leaguers with authentic attributes you 
can test in Regular Play, Top Of The Ninth—simulating 
the nail-biting pressure of the ninth inning—and Home 
Run Derby. Another hot prospect is 
Interplay’s VR Baseball '95, due this fall. 
The VR Sports line—soon to include VR 
Basketball and VR Hockey—tops off its 
motion-capture and 3-D polygon players 
with “Virtual Fieldvision,” which offers a 
360-degree view anywhere on the field. 
Not to be left out of the lineup, Time 
Warner Interactive is swinging for the 
fences with R.B.I. Baseball ’96 on the PC. 

Rather hit the ice than the ball? Time 
Warner’s Wayne Gretzky and the 
NHLPA All-Stars looks hot enough to 
melt the Zamboni. Due this fall, it features 
full-season and playoff play, 600 pros 
from 26 North American teams and six 
International All-Star squads, and realistic 
player movement via motion-capture tech¬ 
niques. It will face stiff competition from 
NHL ’96, EA Sports’ fall release for the 
3DO and PC, which updates NHL ’95 
with new sound effects, player animations, 
multiple camera angles, and all the NHL 
teams and players. 

For more serious brawling, EA Sports 
is working on Foes of Ali. As boxing great Muhammad 
Ali, you can “float like a butterfly and sting like a bee” 
against his ten most legendary opponents. Otherwise, 
play the other side and punch past Ali’s rope-a-dope 
defense in the “Thrilla in Manila.” 

For more sedate amusements, look for EA’s PGA Tour 
Golf ’96, Interplay’s Virtual Pool featuring “Machine Gun” 
Lou Butera, Bethesda’s PBA Bowling for Windows, and 
TNN Outdoors Bass Tournament ’96 for the PlayStation, 
Saturn, and PC. Fish six lakes, visit the bait and tackle shop, 
and scam tips from the locals. Finally, Mindscape’s 
Chessmaster 5000 for Windows stands to break the mold 
with exceptional 3-D graphics and tutorials. 
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^\^liracles never cease. The gaming hype factory finally 
has a real contender And guess what? It’s original. It’s fun. 
And it’s funny. Even better it’s not a Doom clone. As added 
bonuses, the voice actors actually have talent, and the art will 
make animation freaks drool on their keyboards. 

LucasArts’ Full Throtde is a highly enjoyable and bizarre 
hybrid of an action/adventure game and interactive cartoon 
chock-full of movie-like cut scenes. Park yourself in front of a 
Dr with a great set of speakers and turn down the 
lights—this one’s an experience. 

You play as Ben, leader of the 
Polecats—a motorcycle gang that has 
more heart and guts than dinero and 
social graces. The game’s lengthy ani¬ 
mated introduction gives you a look 
at Malcolm Corley, the 
doomed founder of Corley 
Motors (the last maker of 
steel ponies on Earth) and 
his simpering yet dangerous 
vice pres, Adrian Ripburger. 

The story that unfolds is a tale of corporate greed, 
the decline of an aged entrepreneur and his fight 
for what’s right, the mystery surrounding an 
heiress, and the framing of Ben and his Polecats 
for a heinous murder. Ripburger wants to convert 
Corley Motors from making quality hogs to pro¬ 
ducing yuppie minivans; if he wins, it’ll bring an 
end to the biker’s way of life. As Ben, it’s your job 
to stop Ripburger at any cost. 

Artistically, this game is a winner. It combines 
2-D and 3-D animation to create a dark and dis¬ 


mal future world that brings high-tech mayhem to middle 
America. The wonderfully detailed characters each have dis¬ 
tinct personalities and attitudes. Each of the four warring 
motorcycle gangs—the Rottwheelers, the Cavefish, the 
Vultures, and the Polecats—has its own look and feel, from 
their world views down to their helmets, tattoos, and cus¬ 
tomized bikes. You’ll find more than a dozen 3-D vehicles— 
stuff like bikes, trucks, and even a massive cargo plane. The 
backgrounds are rich and vibrant, and what they lack in 
animation they more than make up for in interesting con¬ 
tent. Corley Motors’ strange factory, for example, combines 
old-time industrial architecture with postmodern high-tech 
touches that reflect Ripburger’s influence. 

Full Throttle has more than looks, however. Since the 
dawn of the single-speed CD-ROM drive on home comput- 
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ers, gamers have been deafened with 
annoying voiceovers that showcased 
only bad acting and miserable writ¬ 
ing. Digitized voice often seems like 
little more than an afterthought. 

Not here. Ben’s gravelly Tom 
Waits-style voice and clipped, 
abrupt elocution are supplied with 
pitch-perfect finesse by Roy Conrad 
(currently in Martin Scorsese’s 
Casino). Mark Hamill (working for 
a Lucas company for the first time 
since Star Wars) whines so unctu¬ 
ously as Ripburger that you’ll really 
enjoy hating him, and Hamilton 
Camp delivers a flawless Maine 
accent as Corley. Kath Soucie’s voiceover performance as Maureen 
Corley is wonderfully tongue in cheek. You’ll hear 24 voices in all, 
and every one is convincing. LucasArts’ patented iMuse sound sys¬ 
tem multitracks the voices with music from a real band (the 
Gone Jackals) and realistic sound effects. 

Best of all, a great game lurks beneath the multimedia 
glitz. Full Throtde combines two popular game engines: 
LucasArts’ SCUMM (Story Creation Utility for Maniac 
Mansion), which was used in Monkey Island and Sam and 
Max Hit the Road, provides the walkabout-type adventure 
sequences. The INSANE (Interactive Streaming Animation 
Engine) behind Rebel Assault powers the scrolling motor¬ 
cycle-combat action sections. 

The comfortable and easy-to-use mouse controls make the game 
fun to play, even for beginners. In adventure segments, a long left-click 
summons an interface with four options: a fist for grabbing, a boot for 
kicking, a mouth for talking, and eyes for looking. A right-click calls 
up your inventory. In the action portions, you choose your weapon 
(from two-by-four to chainsaw) with a right-click, then attack with 
multiple left-clicks. It’s not all crash and bum, though. You face all 
kinds of puzzles, from item collection and use to a demolition-derby 
action sequence in a place called the Smash-a-Torium (in which you 
must figure out which ramp to jump and which cars to tag). 

The substantial intervals between puzzle and action sequences make 
you feel like you’ve pressed “play” on your VCR and sat down to 
watch the show. This isn’t a knock—you’ll actually like the cartoonlike 
cinematics that connect the interactive sec¬ 
tions. But cut scenes take up disc space, so 
you’ll find less actual game play than many 
adventure titles offer. There’s room for 
somewhere between 10 and 30 hours of 
play, depending on your skill level. 

It’s an easy bet that Full Throtde will be 
a major best-seller And I wouldn’t be sur¬ 
prised to see it appeal to both men and 
women. The protagonist is male, but the 
story’s competent, talented, fun female char¬ 
acters provide a lot more than scenery. 

We can only hope that the sequel 
(Please? Please?) will be bigger But hey, no 
one ever wants to get to the end of a spec¬ 
tacular ride. 
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In the 1st 
• Degree 


By Fredric Paul 


^^.J.? No way! fl 
Who needs Thef 
Juice when In The 1st 
Degree lets you play* 
prosecutor in an ever® 
more lurid murder trial J 
set in San Francisco’® 
trendy art scene? The ] 
game uses clever matte 
technology that over¬ 
lays movies on photo- ■ The defendant’s girlfriend 
graphs, putting you in 
the role of district attorney Sterling 
Granger as you attempt to sort out the 
.facts and unravel a sordid tale of greed, 
sexual jealousy, and murderous rage. 

■ Your job is to pin a first-degree murder 
tviction on artist James Tobin for 
shooting his partner promineig socialite 
Zachary Barnes. According to the convo¬ 
luted plot, Tobin—and'possibly Bar*p— 
staged a robbe^of Tobin’s paintings from 
the gallery they co-owned, then became 
embroiled in a failed cover-up. Tobin shot I 
^s in self-defense—and intentionally wounded 


1 

com 


that’s not complicated enough, Barnes 
was cheating on his wife (who happens 
to be the Mayor’s press officer) with 
Tobin’s young art-student girlfriend. 

To make your case, you can paw 
through court documents and view 
tapes of interviews with the principals. 
Then you get your chance to interview 
them. Be careful, though: How you hanS 
die these video interviews helps deter- • 
mine what they say when you get them 
on the stand. Once you get to trial, you 
mustcarefully coax the witnesses to tell 
their stories. Tobin will walk if you mis¬ 
handle a weft, or omit key points. In 
fact, them are hundreds of paths 
through the game, leading to several 
possible outcomes. If you want a status 
report—or even if you don’t—the 
KTVU news team shows up to critique 


your work after each 
day of testimony. 

The clear and in¬ 
interface lets 
you choose a line of 
questioning and react 
answers you 
Infortunately, 
you’re limited to two 
or three choices, and 
sometimes the op¬ 
tions you really want 
aren’t available when 
you want them. 

Best of all, by set¬ 
ting the video of the 
people into photographic backgrounds, 
Braderbund (las made a little moment 
go a long way toward making the whole 
screen come alive. With ^double-speed 
CD-ROM drive, movement on our pre¬ 
release version was often choppy, and the I 
lips didn’t quite synch. With'#quad-speed 
uni^iough, the 4leo ran smooth as but- 
ter, making the whole process seem 
B remarkably real. (On any drive, however, 
■ the terrible, computer-generated music 
drowns out important conversations.) 

The TV news team a^yjB company of local San 
Franciscapctors also helps suspend disbelief. The 
anchor^*§tentorian tones and “lurid sexual triangle” dia¬ 
logue tfpl be instantly familiar to TV watchers. The rest 
of the ensemble is also convincing—especially by com- 
puter-gatne standards. 

Although the producers got legal advice from a real S.F. 
assistant district attorney, TV-watching experts tutored on 
the O.J. maneuverings may find the courtroom scenes a 
■trifle simplistic and occasionally inaccurate. 

JtNo matter, ht The 1st _ 

Degree’s smart use of tech¬ 
nology, slick cinematography, 
adult themes, and complex, 
morally ambiguous script 
make it a standout It should 
have special appeal to adven¬ 
ture gamers and simulation 
fans, as well as to women and 
many people not attracted to 
typical computer games. 













[Ultra-low level strike missions, 
r|er revolutionized the gritty 
sVf^ground attack. 

\ Vertical Take Off and Landings, 
fe aircraft; can go anywhere 
oyjinything. Explore VTOL J/rjBgm 
y in the expansion disk 
hod-breaking ' \ 


U.S. NAVY FIGHTERS EXPANSION DISK 

Electronic Arts® 


Critical Acclaim for 
U.S. Navy Fighters 

Computer Gaming World: 
★★★★y/★★★★★ 
PC Gamer: 

91% Rating 









Keanu Reeves, the game can’t quite live up to the hype. 

The two-disc action/adventure features 120 minutes of 
full-motion, full-screen video brought to life by a slew of 
actors that will have you asking, “Now, where do I know him 
from?” Cast members include former Los Angeles Lakers for¬ 
ward Kurt Rambis, still wearing his trademark horn-rims; 
Doug Llewelyn from The People’s Court; and 1993 
Penthouse Pet of the Year and B-movie starlet Julie Strain. 
Christopher Russel Gartin from Fox’s M.A.N.T.I.S. series 
plays Johnny, and trust me, you’ll never miss Keanu. 

Living a tough life in the near future, where cor¬ 
porations rule the world and a seemingly incur¬ 
able plague runs rampant, Johnny earns extra 
cash as a mnemonic courieg a new-tech delivery 
boy who carries data wired into his brain. 

This time, though, Johnny’s trying a little too 
hard. His 160-gigabyte neural implant has been 
crammed with 320 gigabytes of data. Either he 
finds the code to get the data out of his head 
within 12 hours, or “neural seepage” will kill 
him. Even worse, it seems the data was stolen, 
and its owners want it back. The Yakuza (the 
Japanese mob) has been retained to retrieve it— 
and terminate Johnny in the process. 

With the help of an artificially 
enhanced female bodyguard named 
Jane, you must direct Johnny to evade or 
take out the Yakuza henchmen and find 
the items needed to flush Johnny’s brain. 

In terms of game play, think of 
Johnny Mnemonic as Dragon’s Lair on 
steroids. As the game progresses, the 
video occasionally drops to “letterbox” 
size, indicating that it’s time for you to 
get involved. There are no separate con¬ 
trols; instead, you’ll need to learn a few 
keystrokes—right, left, forward, and 
the like. You win fight sequences by 
tapping the proper button at the right 
time. To pick up or search for an item, 
coming. make Johnny look in that direction and 
then hit the “use” key. 
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time you play. You also get to play as Jane’s character for a 
few rounds of fisticuffs. 

Johnny boasts perhaps the best interface of any full- 
motion-video computer game to date, but it stumbles over 
a few technical hurdles. Even on a 75MHz Pentium with 
8MB of RAM and a double-speed CD-ROM drive, game 
play can be agonizingly jerky, especially during fight 
scenes. Slowdowns aside, the fight scenes quickly become 
monotonous; you almost always fight the same opponent 
in the same place, and repeatedly tapping the “kick” key 
is often enough to ensure victory. 

Even worse, the slowdowns also make it easy to jump a 
few steps ahead of the computet; causing Johnny and Jane to 
perform unintended actions. You can opt to run the game in 
a smaller, faster window, but many scenes are so dark that 
anything less than full screen becomes virtually unplayable. 
To'add to the confusion, several character voices are hard to 
understand and are terribly out of synch with the video. 

While Johnny Mnemonic breaks new ground for video- 
only games, it also shows the genre has a ways to go. Still, if 
you like a good story, don’t mind limited game play, and have 
the patience to work through the same scenes over and oveg 
you may want to help Johnny remove that deadly data. 












IBM assumes no responsibility in the event that the user of this 
product becomes a tight-pants, long-haired rock star. 




fun & 
games 


With Kid Riffs CD-ROM on your PC, your kids can experiment with over 100 different 
instruments. They can compose original music, practice scales or create special 
effects. They can even go to the Rhythm Room and bang on drums. It’s a great 
way for kids to start playing with music. But we can’t guarantee where it’ll take them. 

Check out Kid Riffs CD-ROM on the Internet at http://www.ibm.com. To order, visit 
your local retailer or call 1 800 426-7235 (source code 5205). 





□VENTURE 





MES 


Star Trek: The Next 
Generation “A Final Unity” 


By Steve Klett 


station on the brink of 
explosiori^nnd a missing 
Federation doctor, and 
liberate a planet under 
siege by an energy-con¬ 
suming reptile. 

Things really get com¬ 
plicated when the Rom- 
ulans invade the neutral 
zone with a fleet of new Warbirds that 


^^fter a six-month delay, Spectrum HoloByte’s 
adventure game Star Trek: The Next Generation “A 
Final Unity” has finally materialized on the PC. It was 
worth the wait. 

In fact, A Final Unity’s well-written storyline may 
make you forget you’re not watching it on TV. The 
llls animated game effortlessly captures the Star Trek 
n * era essence in the opening scene and title sequence— 
taken directly from the TV series—and carries it 
through to the. game’s mind-numbing climax. 

SpectrurmHoloByte has gone to great lengths to make the 
gafflS look^eel, and play like a classic Star T$ek movie. It 
features realistic three-dimensional renderings of all the 
main characters and more than an hour of dialogue by each 
of the seven original Next Generation actors, from Patrick 
Stewart to Brent Spiner. Trekkers can wallow in a mother 
lode of technobabble about the infamous time-space con- 
, and chromaton particle irradia- 
k and the sound track 
icing on the cake, 
st Star Trek movies, the plot of 
A Final Unity starts small, then snowballs. 
The Enterprise rescues a ship from the talons 
of a Garidian Warbird near the neutral zone. 
According to the crew, only the retrieval of a 
scroll from a messianic figure called the 
Lawgiver can prevent civil war on planet 
Garid. So the Enterprise —under your control, 
of course—embarks on what appears to be a 
simple quest to recover thp scroll. But before 
the crew can find it, yetf must save a research 


p built for speed 
rather than combat. The Vulcan-like troublemakers have 
learned of an ancient superweapon called the unity device, 
which can vanquish foes at the press of a button You had 
better claim it before the Romulans do. Fortunately, the 
Enterprp^fO rmidable resources—including the transporta; 
engineering-and hofodeck—are at your beck and call, 
v^ou must also assemble the proper away teams to 
solve puzzles on each of the seven worlds you’ll 
encounter. Every character has a vital role to play: If you 
expect a fight, for example, bring Worf along, but rely on 
Data and Geordi for help with technical troubles. 

An intuitive point-and-click interface makes controlling 
the ship a breeze—most of the time. Simply click on the 
turbolift to visit engineering, or click on the computer to see 
the captain’s log or mission parameters. 

In combat, however, this system falls flat. To fight, you 
select a command such as an attack maneuver from a vast 
list of choices, then click on an engage/disengage button. 
This can be kludgy when you’re under fire. If it’s more 
than you want to handle, you can delegate tactical and 
a-efigineering controls to Worf and Geordi. 

Game play can also get tedious. For example, the plan¬ 
et Morrassia scenario requires the away team to visit the 
same locations mul¬ 
tiple times, endless¬ 
ly walking back and 
forth. 

Don’t let these 
minor drawbacks 
deter you, though. 

A Final Unity is a 
well-crafted exten¬ 
sion of the Star Trek 
franchise. It delivers 
the play that gamers 
want with 
tion to detail that 
•fcwon’t disappoint 
j even the most fanat¬ 
ical Trekkers. Set 
course and engage! 
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Just imagine: You wake up. Your head is killing you. The 
house is a wreck. You have no idea where you are. You have 
no idea who you are. Worst of all, one word keeps flashing 
through your brain: “Schnibble.” 

Well, that’s exactly what poor Woodruff faces at the out¬ 
set of Sierra On-Line’s new animated Windows CD-ROM: 
The Bizarre Adventures of Woodruff and the Schnibble. With 
a title only a Monty Python fan could love, it’s fortunate that 
this extraordinarily challenging game is leavened with plenty 
of Pythonesque humor and cutting satire. 

You play as the hapless Woodruff, who emerges from the 
disheveled home of the kidnapped Professor Azimuth dressed 
like a skate-punk and as clueless as...well, a skate-punk. He 
discovers a dark, foreboding city populated by a motley 
assortment of humans and a coterie of enslaved Boozooks. 
Woodruff must do some traveling, pick up dozens of items, 
and figure out who he is 
and what he has to do, 
which includes learning 
this Schnibble 
less. He might 
fall in love and get 
be President along 
le way—who knows? 
This unusual envi- 
and bizarre 
ituation help make 
winning the game 
a stiff challenge; 
many of the 
required act¬ 
ions would 

in real life, 
such as stick¬ 
ing his hand 

ere’s got to be a better way to mtQ a bunge e-jumping 
OSS that river, don’t you think? . , , 

waiter s pocket. 

The rigorous sequencing also adds to the difficul¬ 
ty. You often must perform various actions in a pre¬ 
cise order; blow it, and you’re stuck fast. Similarly, 
you need to acquire a considerable inventory of such 
odd items as a bean, a respiration certificate, and a 
meteorite, and the order in which you use the stuff 
makes a big difference; for instance, use a nut in the 
wrong order at the beginning, and it won’t be there 
to be picked up again later on. Save the game often 
or you’ll spend a lot of time retracing your steps. 


Woodruff encounters a sad Boozook. 

Woodruff’s world is also full of odd gadgets and formu¬ 
las. He must rely whenever possible on the tobozon, a com¬ 
munications device that delivers a large amount of critical 
information. And don’t disdain the seemingly mundane. In 
this game, something as common as a stain on the floor can 
have an important meaning. 

The game’s animation consists of basic cartoon-type draw¬ 
ings—it’s pleasantly drawn, but don’t look for fine renderings 
here. The simple graphics don’t detract from the fun of 
exploring rooms and making choices, though. And Woodruff 
has the amusing habit of coming up with unusual ways to 
pass the time while he’s waiting for you to make your next 
move. Don’t be surprised if he practices his ballet steps or per¬ 
forms chest-muscle development exercises. 

The game’s satirical side shows up when you do make 
moves. The mood can even become political—the Boozooks’ 
situation and the ruthless efficiency of the evil Bigwig’s 
bureaucracy paint a nasty picture of government. 

This offbeat strategy exercise isn’t a place to look for 
pretty pictures. But if you like spending lots of hours in 
a weird little world, Woodruff and the Schnibble 
may just be for you. 


GAME PLAY: + * * * 


The Bizarre 
Woodruff and the 


By Donald St. John 
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Iron Assault 


By Christopher Lindquist 

If cliches were illegal, Iron Assault 
would get the chair. 

You’ve heard it all before: The year is 
2094, a time when war is conducted by 
brave men encased in gigantic shells of 
robotic armor. An evil crime syndicate has taken over the 
Earth, and as a member of a rebel force, you must restore 
freedom to the world. 

Iron Assault begins with an intro sequence worthy of 
the wretched Plan 9 From Outer Space. Monochromatic 
live-action video mixes with stop-motion animations of 
plastic “battle machines” staggering around the screen in 
a kind of low-rent Terminator ripoff. A fuzzy shot of the 
inside of a bunker serves as the interface to your duty 
log, combat simulator the network from which you 
your orders, and the mission bay. 

When the missions start, 
the graphics only get worse. 

as Wolfenstein 
> without the speed 


brown, and white Your quarters and the game’s 

dominate the repeti¬ 
tive landscapes, while interior scenes appear darker 
than Doom and twice as blocky. The explosions 
sound too bad, but the music is amazingly irri¬ 
tating; luckily, you can turn it off. The CD-ROM 
holds only short snippets of voices. 

learning the controls is easy. You can use 
the mouse, but the keyboard is easier to handle. 
Game play consists of moving forward and back¬ 
ward, turning, rotating your turret, sliding right and 
left, and performing such special functions as watch¬ 
ing your radaq turning electronic countermeasures 
and off, and accessing the combat map. 

The interface isn’t the only thing easy about this 
game. The first dozen or so levels are ridiculously 
gentle, with only minimal opposition. Eventually, 
things get toughen The enemy robots don’t seem to 
smarter, but there are a lot more of them, 


Iron Assault’s graphics 

especially the big ones. While you can usually run and blast 
circles around the opposition when out in the open, things 
get a bit hairy when you’re trapped in a hallway with half a 
dozen rocket-launching LOBSTER-class machines. 

As you progress, you’re promoted and given control of 
small squads of one to three other robots. You can direct the 
friendlies to follow you around or order them to attack any¬ 
thing that moves. You can also set waypoints and command 
the other robots to march to them. Unfortunately, instead of 
simply hitting a key and telling a hapless buddy to get out of 
the way, you have to open the map, set a new course for him, 
and close the map. You’ll be doing this a lot, because if you 
leave your boys alone, they’re likely to keep running in front 
of your missiles. And don’t expect help from 
your claustrophobic allies when you go inside a 
facility. They refuse to enter buildings. 

The game does support two players via 
modem, but that’s not enough to help this game 
measure up. Iron 
Assault might have 
been acceptable a 
couple years ago. 

But the competition 
has moved on, and 
so should you. 


GAME PLAY: * * * 

illiMWMn 


VALUE: * ♦ 
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New device turns any 
electrical outlet into 
a phone jack 





Unlimited extensions—no monthly 

up to five extensions with regular phone jacks, 
with the Wireless Phone Jack. All you 
i is one transmitter, and you can add as 
many receivers as you want. Six, ten, there's 
unit. And with the Wireless Phone Jack, 
'11 never get a monthly charge for the ex- 
■eceivers. 
rks with any 
phone device. 

This breakthrough 
echnology will 
fulfill all of your 
single-line phone 
needs. It has a spe¬ 
cial digital interface 
use with your 


iwering machine 
just by plugging 
it into the Wireless 
Phone Jack receiver. 

Special factory- 
ict offer. To 

introduce this new 
technology, we are 
ring a special 
factory-direct pack¬ 
time, the transmit- 
3 only $49. One 
transmitter works 

ber of receivers 
priced at $49 for the 

one and $39 for fax machine or answering 
each additional re- machine almost anywhere. 
er. Plus, with 

any Wireless Phone Jack purchase, we'll throw 
phone card with 30 minutes of long dis- 
:e (a $30 value) for only $9.95! 

Try it risk-free. The Wireless Phone Jack 
is backed by Comtrad's exclusive 30-day risk¬ 
free home trial. If you're not completely satis¬ 
fied, return it for a full "No Questions Asked" 
refund. It is also backed by a one-year manu¬ 
facturer's limited warranty. Most orders are 
processed within 72 hours and shipped UPS. 
Wireless Phone Jack transmitter...$49 $4 S&H 

less Phone Jack receiver.$49 $4 S&H 

i $10 on each additional receiver—$39 



The Wireless Phone Jack lets 


. $3ff 


Please mention promotional code 017-EL-4605. 
For fastest service, call toll-free 24 hours day 

800 - 992-2966 

m ■ qe m 


Midlothian, Virginia 
















SIMULATION 




You’ve appointed your pizza parlor with furniture that kids In Pizza Tycoon, good gi 
hate. Now someone tells you you’re out of tomatoes. Worst of 

all, your bottom line is redder than those missing love apples. As long as you avoid getting caught, there’s no downside to 
What’s a wanna-be tycoon to do? If gunrunning—yes, this approach, 

gunrunning—is not the first thing that comes to mind, then Unfortunately, the rest of the game seems a bit of a chore, 
you may find this slapsticky business simulation from You end up trudging through myriad tasks just so you can 
MicroProse a bit much to swallow. achieve the victory conditions. The interface design doesn’t 

Without a doubt, Pizza Tycoon is the jumbo combo of help, forcing you to negotiate confusing layers of nested 
finance sims. The designers have modeled a dizzying array screens, buttons, and icons. 

of factors—everything from employee character traits to The program’s German designers tried to circumvent the 
e furnishings intended to attract key demographic tedium—the prime challenge in creating any economic sim— 

by injecting the game with humor But the amusement in 
Pizza Tycoon goes no deeper than silly names— 
like Helga Helsbels—for each of the 94 player 
characters, or making the president of the East 
German bank look like Mikhail Gorbachev. 
Occasionally, the humor actually veers into 
offensive stereotyping, with pictures of greasy- 
looking Italians and big-nosed Jews. 

The game’s overall look is also less than appe¬ 
tizing. Although the product packaging claims it 
requires Super VGA, the graphics—320-by-200 
screen resolution with 256 colors—are clearly just tegular old 
VGA. The minimal sound effects are interrupted with music 
that lets you use any of 65 only during the occasional pizza-making competitions, 
ingredients. And don’t for- In short, Pizza Tycoon is a stale product from a publisher 
get that subplot involving known for turning out fresher stuff, 
unfriendly relations with the Mafia. 

Although you begin the game with a 
single restaurant and a small amount of 
to become the 

powerful pizza guy in the world—or at 
■ least in the game’s 10 cities. You do this 
ter you play exudes lots of by driving your pizza joints to capture 
health and energy. at least 5 percent of the savory pie mar¬ 

ket in each city. That may sound easy, but it’s not. 

The game’s difficulty, howeveg stems not from 
artful design but from unbalanced game play. It’s 
tough to win if you play fair Instead, you often 
need to fall back on what is essentially a built-in 
cheat: You go to the Mafia and buy guns in one 
city and sell them at a higher price in another In 
no time, you can infuse your fledgling startup 
with enough cash to dominate the competition. 
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By Christine Grech 


the park 


w 


* ho would’ve thought that running a wildlife 
refuge could be so complicated—or dangerous? But things 
are clearly out of control as you step into your new posi¬ 
tion as ranger at the Ethemba Wildlife refuge. Your prede¬ 
cessor was murdered by poachers, and the park has been 
neglected for too long. To fix things in Eco East Africa, 
you must build structures, hire staff, solicit funds, balance 
hunting and tourism requests with the well-being of the 
endangered species —and stay alive. 

You perform most of your park administration from a 
cleverly designed desktop interface, which doesn’t work as 
smoothly as you might like. Click on the “in-box” to open 
your stack of mail, including employment, hunting, and 
tourism requests, along with reports from workers, newspa¬ 
per clippings, and even 


doing reports. You must deal 
with it a piece at a time, then 
decide whether to toss it, file 
it, or answer it. To reply, you 
click on the form-letter binder and choose the correct 
response from the many available choices, such as a Thank 
You note for a donation, a job-offer letter, or some general 
park information. You can also click on the order binder to 
buy supplies ranging from food to airplanes—if you’ve man¬ 
aged to obtain the cash from government grants, private 
donations, and hunting and tourism fees. 

Unfortunately, when you’re replying to mail, clicking 
on a desktop item or within the letter binder often boots 
you out of the desktop interface. This glitch is especially 
tedious because if you don’t open and reply to your mail, 
you won’t have the funds to run the park. 

On the other hand, the game’s notebook interface—from 
which you travel, check the water supply and animal popula¬ 
tions, build structures, and deliver supplies—is easy to use, 
but not always intuitive. As a result, you’ll find yourself refer¬ 
ring to the indispensable color-paper manual, which shows 
you the way around the game clearly. 

While in the notebook, time stands still. But as you travel 
the park or work from your desk, time passes at a rate of one 
hour of game time for every five seconds of real time. You can 
compress time to speed things up if you get bored. 

At first, you’ll devote most of your day to taking 
care of business in the notebook and at your desk. 

But as your park begins to grow and develop, 
you’ll be able to spend more time in the field. 

There, you can visit camps, raid poachers, and 
consult with the Masai elder Lolamala and 
tourist-camp director Elsbeth Blair. 

These video-based characters—along 
with Marunda, your right-hand man— 
give you valuable hints. 

If you’d rather not worry about survival, you’ll 
enjoy Eco’s non-competitive Tourist mode, which 
lets you wander the park, take in the sights, and get 
to know the animals. Even if you’re out to win, 
take time to stop and smell the lion dung. It’s the 
best way to fully appreciate Eco’s standard-setting 
graphics and realistic animal sound effects. 

No matter how you play, Eco offers realistic 
simulation of the sometimes-mundane mechanics 
of park management. If you have the patience to 
put up with a few bugs, some awkward game play, 
and the occasional delay, you’ll be treated to beau¬ 
tiful visuals and a unique challenge. 


it’ll be; 
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BRAIN DRAIN 





uzzle games are not my 
bag, so I admit I wasn’t 

thrilled with the task of try- Bolo’s puzzles are as challenging as 

ing out Bolo, the latest brain- 

and-finger twister from Dongleware. But within 10 min¬ 
utes, I was Bolo’d over. 

Bolo is a redesign of a 1987 Atari game by the same 
name, and it’s gotten much better with age. To get a men¬ 
tal picture of this highly addictive strategy/puzzle game, 
think Breakout meets Arkanoid with a little Pong, Tetris, 
and air hockey thrown in for fun. 

Bplo’s 50 “rooms” contain a variety of bricks laid out 
in unique patterns. You use a paddle and a marble-like 
“energy ball” to clear each level of bricks—without letting 
the marble get sucked into the black holes placed at incon¬ 
venient locations about the screen. 

New types of bricks confront you as 
£ you progress through the rooms. For 
example, some bricks contain homing 
missiles, bombs, and mines that can 
destroy your paddle, while others 
attach the energy ball to an elastic band 
or return all the bricks to the screen, 
forcing you to start oven 
Unlike many puzzle games where the lev- 
e daunting, there 
appears to be 


progression to Bolo’s level 
of difficulty. 

Room five, 
for example, 
is tougher 


ly you are sucked into your computer by the evil 
Megaghost. Seizing your vital data and spiriting you off to 
his castle, called Transelektrika, he challenges you to a life- 
or-death match of Bolo. If you succeed in clearing each of 
the casde’s rooms of bricks, you get to return to your 
world, and all the data on your computer is restored. If you 
fail, Megaghost gets your energy and you die. 

If nothing else, this disposable story does help to tie the 
rooms together and create the semblance of an overall pur¬ 
pose. As you complete each level, the subdy textured and col¬ 
ored VGA backdrops resolve into attractively drawn scenes 
depicting the latest stage of your quest. 

The game also contains five different background 
tracks by New Age composer Nik Tyndall. The soothing 
music draws you into the 
game and makes it easy to 
forget the outside world for 
hours on end. 

Although Bolo may re¬ 
semble other games, its 
addictive game play, razor- 
sharp graphics, and ethereal 


atmosphere all its 


after one of the many particularly difficult 
Bolo’s biggest problem, other than 
minor screen flickering and the occasional slow¬ 
down, is its relatively weak and unsupported 
story line. According to the tale, you are a writer 
wrapping up an important project when sudden- 


MES 


Bolo 

By Steve Klett 
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well-seasoned puzzles. 


handed 


■ eeling a little masochistic? Been playing too many com¬ 
puter games that you can actually win? Well, here’s a new 
challenge for you. 

Following in the footsteps of Myst and The 7th Guest, 
Jewels of the Oracle poses 30 mind-boggling tasks. Complete 
a task and receive a jewel as your reward. And believe me, 
you’ll earn those jewels. When you collect all 30, the game 
rewards you with...ah, but that’s for you to see when you fin¬ 
ish—if you finish. You’ll realize that finishing Jewels of the 
Oracle will be no walk in the park as soon as you start the 
game. The first puzzle is trying to locate the puzzles. If you 
can’t clear that hurdle, you may as well hang it up. 

According to the legend of the jewels, 7,000 years ago 
a civilization of really smart people built the Domain of 
the Oracle. They used this secret underground tomb-like 
structure to practice their skills of 
logic and reason. Those who solved 
all the tasks went on to greatness; 


ones. What are you supposed to do with 
them? Who knows? Another task asks you 
to make a logical connection between several objects, includ¬ 
ing a bowl, a chest, a table, a bracelet, a daggeg and a 
statue. Could it be that they’re all covered in dust? 

If you get completely stuck, the all-knowing but never- 
telling Oracle is available to hand out clues, but his little 
aphorisms are so maddeningly obtuse that you may feel like 
punching him out instead of asking him for advice. 

Fortunately, Oracle’s designers were thoughtful enough 
to let you skip puzzles and come back to them later. Even 
that becomes daunting as the unsolved puzzles begin to pile 
up. But keep trying. Jewels of the Oracle keeps you inter¬ 
ested with magnificendy crafted graphics combining ren¬ 
dered 3-D artwork and QuickTime movies. The music and 
ambient sounds are also appropriately haunting. 

However, while Myst lets you 
explore a whole island, 
and The 7th Guest 
offers the opportunity 


Oracle sticks you in a 
dank dungeon with 
limited navigational 
abilities. Each puzzle 
begins with a trip to a 
well where you click 113,1 begins here, at the well, 
on one of a series of stones. Then you are 
instantly transported to a cell-like room 
containing the puzzle. There, you can pon¬ 
der away to your heart’s content until 
you’re ready to give up. Then it’s back to 
the well. After awhile, the repetition can 
lead to claustrophobia and frustration. 

Like most puzzle games, how much you 
enjoy Jewels of the Oracle depends on how well 
you do. Solve the puzzles and you’ll find this a 
gem of a game. Lesser intellects can expect to 
vanish—never to be seen again. 
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Laser 

Gaming 


By Bill Meyer 


Jp^merican Laser 
Games shooters, such as 
Mad Dog McCree and 
Who Shot Johnny Rock?, 

have never broken the South American drug lab don’t liki 
originality meter No mat¬ 
ter the time period or setting, the play’s the same: You shoot at 
bad guys who pop out from behind various obstacles, find the 
loot, and take out the head honcho at the end. 

Hoping to spice up the stew, American Laser Games has 
added some new ingredients—including more highly evolved 
objectives and plot involvement—to Drug Wars and Crime 
Patrol, its latest variations on the old family recipe. 

Crime Patrol and Drug Wars treat you to parodies of 
Kojak’s 70s and Miami Vice’s ’80s. Telly and Tubbs don’t 
make guest appearances, but you will find a hairy-chested 
Escobar commanding an entourage of guerillas and Gidgets 
in Drug Wars. And Crime Patrol introduces you to a tough- 
talking female cop and a detective in a leisure suit. 


personality to a game genre that is getting 
a bit tired. And if you like to see things 
blow up, you’ll find a lot to enjoy in these new games. But 
what these games really need is better-quality video. The pic¬ 
tures are simply too blurry to let you appreciate the stunts and 
on-screen action. 

For a true arcade experience, American Laser Games has 
also released its GameGun for PCs. Unfortunately, installing 
our prototype plastic GameGun slowed both games’ audio to 
the point where they resembled an off-speed record. Even 
worse, the gun wasn’t accurate enough to pick off thugs hid¬ 
ing in the comers of the screen. American Laser Games says it 
will iron out the GameGun’s problems and ship the final ver¬ 
sion with software to make it work with all six of its PC tides. 
The GameGun does make game play more fun, but similar 


You begin Crime Patrol as a rookie cop who must shoot problems with the 3DO version of the GameGun make u: 


gang members, armed robbers, and street thugs. Gun down 
enough of them (while sparing the innocent 
, ,, bystanders), and you get promoted to detective, 
& ^ then to the SWAT team, and finally to the 
Delta Force—created to exterminate crimi¬ 
nals threatening national security. 

Drug Wars also has 
you on the move, but 
instead of climbing the 
ranks, you wander the 
map. As a federal drug 
enforcement agent, you 
assist a down-home sher¬ 
iff and deputy in a small 
Texas town, then a 
donut-chomping 
Chicago cop. Do your 
job right and you get an 
assignment at the border 
and, finally, a chance to bag 
the drug cartel’s kingpin at the 
source in South America. 

The varied locations and 
characters and the progression of 
assignments and events add depth and 


I 


bit skeptical that everything will work perfectly. 

On the plus side, both games install instantly, run even on 
ancient 386 computers, and aren’t saddled with overblown 
price tags. But while it’s still fun to blast away at the baddies, 
don’t expea any brand new thrills. 
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Tank Commander 

IS 


. J 


tank simulation; I a 

game!” is Tank Commander’s battle cry. 

Domark’s modern tank warfare title 
attempts to offer gamers the best of both 
worlds by combining arcade-action game 
play with a modicum of in-the-breach simu¬ 
lation. Unfortunately, the game excels at nei- 

ther and ends up as middle of the road. 

You command from one to four 62- 
ton United Kingdom Challenger II 
tanks for a bloody rampage through 
seven multiple-mission scenarios in 
Third World, Middle Eastern, and 
Eastern European hot spots. 

But things don’t start off 
well. While the game’s box 
indicates that you can direct 
Abrams, Leopard, and T-72 
tanks in addition to the Challenge^ you can’t; the 
other tanks are available only to the computer 
opposition. The same goes for helicopters. You 
can use the Gazelle for reconnaissance, but the 
Apaches are flown only by the bad guys. 

If you still feel like playing after this dis¬ 
appointing discovery, you start a scenario com¬ 
manding a single tank with a simple task, such as 
clearing a bridge of enemy machine-gun bunkers. 

Things heat up fast, and you soon face tougher 
targets such as multiple enemy tanks, helicopters, 
or even an entire base. 

The game’s keyboard controls take some get¬ 


ting used to, but can be mastered with a little practice. You 
can choose from multiple viewpoints, including driven gun- 
jjH^fner, and behind-the-tank perspectives. You can also adjust 
gun elevation and rotate the tank’s turret independent of the 
tank’s direction of movement. A map screen lets you pinpoint 
the location of enemy positions and direct the movements of 
your other tanks. 

You have plenty of firepower at your disposal, including 
regular, heat-seeking, and armor-piercing shells as well as a 
flamethrower and a machine gun. Your tank is automatically 
armed with the various choices, depending on the mission. 
On rare occasions, you can even call in a squadron of A-10 
“Tank Killers” for a helpful air strike. 

These weapons may sound like enough to handle any sit¬ 
uation, but the game’s quirks can render all this sophisticated 
weaponry as useless as a water pistol. For example, a couple 
of enemy soldiers armed only with rifles can quickly reduce 
your armored behemoth to scrap iron. The enemy can often 
shoot you well before you can even see him. In addition, the 
bad guys’ flamethrowers and rocket launchers seem to have 
an uncanny ability to shoot very long distances as well as 
through walls and over hills. 

Sure, there’s plenty of sophisticated anti-tank technology 
out there, but the game’s 
unrealistic enemy abilities 
make it frustrating to play. 
After demolishing a half- 
dozen heavy Russian tanks, 
it’s extremely annoying to be 
taken out by a lowly foot sol¬ 
dier armed with an AK-47. 

Tank Commander in¬ 
cludes head-to-head modem 
play and supports network 
games for as many as four players, which could make up 
for some of the single-player shortcomings. But while the 
concept of an action-oriented tank sim may sound intrigu¬ 
ing, the game’s poor execution leaves it a couple shells 
short of a full magazine. 


You may think this tank Is history, but blast 


GTvrojrisrnTlaT 

Spectrum HoloByte 
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safari, space travel, and medieval entertainment all in the 
same place? No, it’s not some time-traveling adventure 
game, it’s old-fashioned pinball. A couple of recent collec¬ 
tions of computer pinball games hope to tilt PC wizards in 
their direction. Pinball wizards are sure to find an appeal¬ 
ing table in either set. 

Epic Pinball CD from Epic MegaGames sports a collec¬ 
tion of 12 classic tables—including Excalibur, Deep Sea, 
and Cyborgial—from Epic’s three previous pinball releases; 
it also adds a bonus table called African Safari. These dig¬ 
ital sims look like the real thing down at the comer bar, and 
include everything from fluid ball movement to fast-acting 
flippers and bumpers. You’ll even get that same sinking 
feeling when your ball hits the drain. 

The tables in Epic Pinball are a bit spare, so racking up 
big point totals requires some strategy. But if you’re a more 
intellectual pinball fan, Epic is for you. African Safari, for 
example, makes scoring difficult, but provides many 
opportunities for extra balls. Meanwhile, Enigma is unpre¬ 
dictable, with targets that appear at random. 

Beginners will like the configuration options, which let you 
improvers as a low table angle to slow the 
Mils instead of the usual three. You can 
rou want to play at the 
office—or if they 
just prove too 
annoying during an 
extended session. 
The games’ controls 
are simple enough, 
too. The spacebar 
launches the ball, 
while the left and 
right arrow keys 
control the flippers. 
You can even nudge 
the sides of the table 
with the “z” and 
“/” keys. But bump 

often, and you’ll 
light up the “Tilt” 
sign and watch the 


table lock up while your ball rolls away. 

Pinball Fantasies Deluxe from 21st Century Entertain¬ 
ment offers eight tables that are more com¬ 
plex: Partyland, Speed Devils, Billion $ 

Gameshow, Stones ’n’ Bones, Tarantula, 

Jailbreak, Kickoff, and Jackpot. Each table 
contains a slew of special targets and/or 
additional flippers to keep the action quo¬ 
tient—and scores—high. Fans of the multi¬ 
million-point tables with lots of tricks and 
a blurred ball will thrive here. 

The tables are divided into two groups 
in the Deluxe collection: Fantasies Pinball 
and Pinball Mania. Billion Dollar, armed 
with three flippers and some serious 
point-racking opportunities, topped the 
Fantasies Pinball list. Tarantula from 
Pinball Mania, which has four flippers, 
required more hard work to use each of 
the hard-to-reach top flippers. 

Like Epic’s tables, Pinball Fantasies’ 
realistic sounds remind you of the arcade, 
while the detailed graphics move smooth¬ 
ly across the screen, adding to the realistic 
feel of the controls. In Fantasies, the down 
arrow sets the silver ball in motion, but 
here the left and right Shift keys activate 
the flippers. The spacebar also lets you 
simulate bumping the table with your hip 
to get a little more action. But don’t go too 
fag or you’ll just be playing the drain. 

Playing computer pinball instead of the 
real thing will keep you out of places you 
shouldn’t be anyway, and both of these col¬ 
lections sport high-quality, detailed graph¬ 
ics. But both scroll the screen to follow the 
ball, providing a constant reminder that 
you’re sitting in front of your computeg not 
Mnging out with your buddies in the back 
room of the local 
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lA’s manager Tony La 
(Russa, with some help 
§ from developer Storm- Tips from the master. 


course of decades. If it’s n< 
quite Hardball’s 


K. front Studios, is cele- 
| brating with the third version of the popular 

But much like his A’s ended the 
1994 campaign, La Russa is destined to 
a close second in the 1995 gaming season. 

Despite significant improvements over Tony 2, Tony La 
3 can’t quite catch Accolade’s Hardball 4, the 
sim that sets the standard for graphics and game 
When all the runs are counted, a few critical perfor- 
problems cost Tony 3 the pennant. 

On its own, Tony 3 makes no apologies. Fans of Tony 2 
instantly notice the huge uptick in graphics quality, 
achieved by rendering the player animations over live-action 
ballplayers. And while the lack of a Major League 
means you won’t see cap insignias or team 
the new game still includes all 900-plus major 
league ballplayers and all 28 major league 
. stadiums. Photos of the players are crystal- 
dear; and when you see Fenway Park’s 
backdrop from the behind-the plate view, game play, Tony 3 
teen Monster looks horrifyingly real, solid base hit. 
player stats to field di¬ 
mensions, the game delivers an 
attention to detail 
of a Hall of Famer. 

Game play is more like a 
utility infieldei; however Tony 3 features the full 
uite of options: computer vs. human play, human 
s. human play (at the same keyboard), injuries, 
designated hitters, and player trades. And with the 
real-motion rendering, the players move realistical¬ 
ly about the field while you watch from four dif¬ 
ferent vantage points that change with the action. 

But when the ball goes into play, performance 
Jbecomes an issue. Even on a Pentium P90 with 
I 8MB of memory, a quad-speed CD-ROM drive, 
a 64-bit local-bus video card, motion was 
I' noticeably jerky, despite selecting the game’s most 
I CPU-friendly settings. Getting the fielders to the 


right spot and moving runners is no problem, though, * 
using either keyboard or joystick. Also, the game’s am- 9 
ficial intelligence is first-rate—players throw to the right * 
bases and make fielding choices as they should. 

Tony 3 isn’t quite a front runner when it con 
calling the action, either That’s a shame, becausf 
Stormfront lined up the legendary Mel Allen and excellei 
modern-era broadcasters Hank Greenwald and Lonl 
Simmons to handle the play-by-play. But their patter—while® 
crisply transmitted and knowledgeable—lacks the innovative 
call-by-player-name feature of Baseball For Windows w 
Ernie Harwell. Instead, it refers to players by position. Also;* 
the dialogue becomes slightly repetitive after a few innings, j 
On the other hand, Tony 3 does offer some distinctive fea-B 
tures over other baseball sims...like Tony La Russa, for* 
instance. The savvy manager offers useful strategy tips vi 
video. Tony 3 also lets you download updated stats vi 
modem from STATS On-Line throughout the season. Yo 
can even import teams from Tony 2 if you want to keep your 1 
previous seasons going. And a unique “general manager” 
feature lets you wheel-and-deal your way to a dynasty with j 
fantasy players c 
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CD CONSOLE 



Daytona USA for Sega Saturn sets 
the standard by which the next gener¬ 
ation of 32-bit driving games will be 
judged. This splendid conversion 
offers a slightly knocked-down ver¬ 
sion of the fabled sit-down arcade 
racer, with a wonderfully ragged gra¬ 
phic tapestry, great corny music, three 
unique tracks, a field of up to 39 
competitors, high configurability, and 
enjoyable quirks—like the ability to 
race the wrong way in full 3-D. 

Caveats: Some of Daytona’s atmos¬ 
pheric touches are tacky or transpar¬ 
ent—the smoke from the wheels looks 
awful—and the depth of field could be 
greater It’s always a little troubling to 
watch distant scenery appear out of 
nothingness. But I’m picking nits. This 
really is a rolling start. (Sega; 800-733- 
7288; $59.95) 

Platform: Saturn 
Rating: + * + -k 


By comparison, Ridge Racer for the 
Sony PlayStation is a let-down. On the 
plus side, it handles better than 
Daytona USA; it’s more of a driving 
game, while Daytona is more of an 
arcade game about driving. Its graphics 
are more fluid, too—it has the feel of 
sliding sideways through sharp turns 
down to a science. 

But Ridge Racer’s textures aren’t 
nearly as rich. The loss of graphic clari¬ 
ty compared to the arcade game is all 
too noticeable, and the approach (vari¬ 
ations on a single urban track) wears 


Jumping Rash for the PlayStation 
isn’t just a great game, it’s a genuinely 
creative one. This inspired translation 
of standard two-dimensional platform 
game play—sidling up to precipices, 
bouncing off enemies’ heads, and col¬ 
lecting spare change—introduces a 
new 3-D polygon world. The supreme¬ 
ly artful result crams an incredible 
amount of stuff into each level. Deeply 
addictive and almost adventure-like in 
feel, this is the best PlayStation game 
released to date. (SCEA; 415-655- 
8000; not yet priced) 

Platform: PlayStation 
Rating: ■¥■■¥■¥■■¥ + 


I have no idea what the name means, 
but Panzer Dragoon is utterly mind- 
boggling. Were Magic Carpet to be 
converted into a 3-D shoot-’em-up, it 
might look something like this Saturn 
game. Perched on the back of a dragon, 
you soar over sunken ruins, deserts, and 
lava flows. You don’t have full freedom 
of movement, but can fire away at your 
enemies in all four directions. And the 
enemies are...well, put it this way: The 
giant burrowing worms on level two 
outpace any video-game boss I’ve seen, 
and they’re just a standard monster. 
The ante just goes up and up and up. 
(Sega; 800-733-7288; $59.99) 
Platform: Saturn 
Rating: -K * + * + 


As many as four players can hit the 
links in Sega Sports’ adaptation of 


Pebble Beach Golf Links for the 

Saturn—by far the best golf game for a 
CD console system. Hosted by Craig 
Stadlei; Pebble Beach features great sound 
and razor-sharp shots of the course, along 
with graceful player ammauons. Stadler 
dishes out helpful advice at every hole in 
an attempt to make a pro out of you. The 
game supports multiple camera angles, of 
which the Ball Cam view is perhaps the 
most exciting. However like its real-life 
counterpart, the game plays a bit slowly 
and will probably appeal to only the 
truest golf fans. (Sega Sports; 800-733- 
7288; $49.99) —Lawrence Neves 

Platform: Saturn 
Rating: + * * * 


Virtual Hydlide for the Saturn, a 
Japanese import, hasn’t been cleared for 
U.S. release at this writing. That may be 
on account of this 3-D role-playing 
game’s speed, which is a little on the 
stodgy side. But the core of this game is 
genuinely absorbing. Using a behind- 
the-player view, this mission-based 
adventure sends you ranging across a 
rich (if random) countryside, well-sup- 
plied in rivers (which you can hear run¬ 
ning), forests (populated with the odd 
killer tree), hills (some of which you can 
really climb), graveyards, and keeps 
inhabited only by a forbidding empti¬ 
ness. There’s nothing else like this. Pray 
for a conversion for the $tates. ($ega 
Enterprises; not yet available in the U.S.) 
Platform: Saturn 
Rating: * * * 4 
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lead you by the nose through the 
early stages of Strahl via screen-bot¬ 
tom direction arrows showing the 
right moves. If your game takes 17 
minutes to complete, there’s no need 
to tell the player how to do it. 
(Panasonic Software; 408-653-1891; 
$59.95) 

Platform: 3D0 
Rating: * + * 


Kileak-The DMA Imperative for the 

PlayStation is Wolfenstein 3D in 32 
bits, but with robots and a room-corri- 
dor-room structure that suggests a level 
randomizer at work. 

In fact, Kileak’s levels were designed, 
and designed well. The game’s concept 
may be old-fashioned, but it’s put togeth¬ 
er with skill and smarts. It features lots of 
bright, realistic textures in interesting 
(and sometimes non-orthogonal) config¬ 
urations, attractive enemies, rendered 
gadgets, and some genuine puzzles. 
(SCEA; 415-655-8000; not yet priced) 
Platform: PlayStation 
Rating: * * * 


Deadalus (not to be confused with 
The Daedalus Encounter for the PC) 
resembles Kileak in many ways, but 
it’s just not as good. The only Saturn 
game I’ve seen that didn’t earn a piece 
of my heart, Deadalus is as mundane 
as Kileak is stylish, with squat, stupid 
opponents, dull-looking walls, and 
monotonous play. I’m told that there 
are some neat twists deep in the game, 
but I can’t imagine anyone being per¬ 
sistent enough to find ’em. (Sega 
Enterprises; not yet available in U.S.) 


If games were grades, D would be a 

B-. The rendered Geena Davis-like 
heroine whom you control in this 3DO 
graphic adventure has a wonderfully 
expressive face. The rooms are rendered 
in a gorgeous—yet grainy—style, and 
you don’t flip through them sideshow 
fashion a la Myst, but rather scroll 
smoothly along scripted paths. The 
dense and terrifying atmosphere works 
in good measure because of the music, 
which perfectly punctuates the game’s 
darker moments. 

Unfortunately, the relatively basic 
puzzles are spread across two CD- 
ROMs in a game that’s only slightly 
longer than its name. After a couple of 
hours’ research, I was able to play 
through the Japanese version in about 45 
minutes. The good news: D apparently 
has multiple endings. Warning: Some of 
the later non-interactive sequences are 
decidedly grisly. (Panasonic Software; 
408-653-1891; not yet priced) 
Platform: 3D0 
Rating: ¥ ¥ 4 


Anime meets Dragon’s Lair in Strahl 
for 3DO, and they hit it off pretty 
well. The interactive animated 
sequences are nicely drawn and truly 
scary—real bad-dream stuff com¬ 
pared to Lair’s Goofy-with-a-sword 
ethos—and you can start in several 
different spots. (The game apparently 
has 47 different endings.) 

But Strahl plays all too much like 
Dragon’s Lair: Hit the button or push 
the pad in the right direction at the 
right time, and that’s about it. What 
really gets me is that the designers 


From the same school comes Crime 
Crackers for the PlayStation. All I can 
say is “Don’t waste your time.” The 
anime characters in this role-player are 
just too cute for words, and the 3-D 
scrolling graphics aren’t anything spe¬ 
cial. There is one notable feature: You 
really have to aim at enemies. (Sega 
Enterprises; not yet avail¬ 
able in U.S.) 

Platform: 

PlayStation 


Clockwork 


ig rt 


platform games ^'satu'rn^ 
Knight look great on a Satur 


imagine the sensa¬ 
tion this plat¬ 
former must have 
created: A Nutcracker Suite escapee 
rendered for admission to Donkey 
Kong Country. The game is still a beau¬ 
ty, shining like chrome, loaded with 
charming detail, beckoning brightly to 
all comers. 

But it’s a measure of how quickly 
Saturn games have already advanced 
that Clockwork Knight no longer 
seems quite so special. Like Gex for 
3DO, despite all the sweet extras, it’s 
still a platform game. (Sega; 800-733- 
7288; $39.99) 

Platform: Saturn 
g: ¥ ¥ ¥ 
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Yourself 

By Christopher Lindquist 
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speed over spectacular landscapes while trying to take out 
the enemy. It should hit the PlayStation sometime this fell, 
with a PC version slated for the holidays. Also look for 
Sony’s RazorWing. Fly any of four different hovertanks 
against enemies who are out to destroy the Empire. 

Virgin Interactive Entertainment is 
also jumping heavily onto the PlayStation 
and Saturn bandwagons in time for the 
holidays. Both new boxes will see SPOT 
Goes to Hollywood, a 3-D platform ad¬ 
venture featuring 7UP’s trademark dot, 
and 3-Decathlon, which features all ten 
Olympic decathlon events. 

Time Warner makes instant history 
on the Saturn with the classic V.R. 
Virtua Racing. Though no longer 
state of the art for racing games, some 
Saturn owners may want this one around 
for old time’s sake. 

3DO owners won’t be left totally out in the cold. Origin Sys¬ 
tems plans to sup¬ 
port 3DO with its 
first non-PC game, 
a 3-D Battletech- 
style shooter called 
Prowler. Look for 
it this fall on 3DO, 
and later for Play¬ 
Station and Saturn. 

Saturn will get 
a MechWarrior 
touch too, in Battletech: Gray Death Legion, from 
Absolute Entertainment. Let’s just hope this one comes off 
better than the company’s last robotic escapade, the abysmal 
Rise of the Robots. 

And just so you don’t think this is a four-horse race, 
Atari has unveiled Jaguar VR, a one-pound virtual-reali¬ 
ty headset for the Jaguar system. Jaguar VR will ship by 
year-end for $300. Virtuality has signed up to develop 
Zone Hunter for the system. 


^^^ega’s surprise early launch 
of the Saturn has set the high-end 
video game world on its ear. 

Some game makers—and retail¬ 
ers—in the Sony and 3DO camps 
seemed a bit peeved that their 
competition might have a platform to stand on earlier than 
expected. But while the PlayStation may arrive after the 
party has started, some of its games look too cool to ignore. 
3DO, meanwhile, created a stir with the power of its pro¬ 
posed M2, but some longtime 3DO boosters are already 
defecting to the new machines. 

Crystal Dynamix made 
its name with 3DO games, 
but 3D Baseball '95 will 
debut on the Saturn this fall 
and the PlayStation by year- 
end. This first title in the 
Championship Sports line 
features beautiful 3-D- 


You’ll also find 
more than 700 
major-league 
ballplayers and 
color commen¬ 
tary by CNN’s 
Van Earl Wright. 
If the game 
play matches the 
graphics, this 
could be a home 
run. Crystal also 
plans a pair of adventure titles: 
Blood Omen: Legacy of Kain, a 
dark story about Kain, a vampire on a gory trail of 
revenge, and Blazing Dragons, a humorous romp creat¬ 
ed by former Monty Python member Terry Jones (direc¬ 
tor of The Life of Brian). Both games run on Saturn and 
PlayStation, but not 3DO. 

Look for great graphics action in Sony Imagesoft’s 
WarHawk, a 3-D shooter that has you zooming at high 
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Dark Forces 
Official 

Player’s Guide 

■il Jeff Hoff 

The Empire is up to some new tricks in Dark 
Forces, the exciting Star Wars game. Armed 
with over 240 pages of tips, strategies, tactics, 
maps, and intelligence secrets, you’ll need this 
guide to survive 14 grueling missions and save 
the Alliance. 

$18.95 

BK-315 

Platform: IBM-PC CD-ROM 


Full Throttle 
Official 

Player’s Guide 

Bq Jo Rsfibum 



Outwit Little Todd, jump the Poyahoga Gorge 
and survive the deadly demolition derby with 
this strategy guide. This guide gives you a com¬ 
plete walk through, hint section and detailed 
puzzle inventory. With 240 pages of tips and 
strategies, this book is the Full Throttle enthusi¬ 
ast’s guide to success. 

$18.95 

BK-335 

Platform: IBM-PC CD-ROM 

Call 800-360-2228 
to order NOW! 

• Add $4.00 for shipping and handling ($6.50 to ship to 
Canada, $1 2.00 to ship outside U.S.) Add $2.00 extra for each 
additional book ordered, $3.00 extra outside the US. 

• Add sales tax, residents of CA, IL, and NJ only (CA = 8.25%, 

IL = 6.25%, NJ=6%) 

9509EE 






By Bill Meyer 


Make Doom Go Boom! 


rou haven’t really experienced Doom systems. We looked at the least expensive 
until you've heard the half-human hor- mode| . the sub-$200 ACS-53. The system is a 


Audiophile ProSound 
5A/SW 300 Combo 


rors breathing a guttural “Yes, Yes, Yes" as you 
turn a corner, or the fingernails-on-a-black- subwoofer t0 the control satellite, 
board sound of an Imp clawing you to pieces. plug the input cord into your 
sound-card jack, and then 
The tinny speakers shipped with most multi- run another patch be- 
media computers simply can’t deliver this kind tween the satellite speak- 
of sonic fun. For maximum impact, you need a ers. The power cord and 
set of high-quality speakers attached to your subwoofer patch are plen- 

PC or Mac. Today, state-of-the-art means self- ty long enough to reach the 

powered speakers equipped with separate power source or the con- 
subwoofers for extra punch in the low end. trol satellite no matter how 
To hear what’s what, we checked out five of you place the speakers, but 
the best three-piece systems. Our listening the speaker patch could 
panel evaluated the Altec Lansing ACS-53, have been longer to allow 
Audiophile ProSound 5A/SW 300 Combo, better spacing of the satellites 
Bose Acoustimass Multimedia, Advent around the computer. 

Powered Partners AV622, and Cambridge 
SoundWorks’ SoundWorks. 

All the speakers sounded great but varied 
greatly in price (from 


breeze to set up: Just plug in the subwoofer, The Audiophile ProSound 5A/SW 300 Combo 
connect a two-pronged patch cord from the is a modular system designed with upgradabili- 


The ACS-53 puts volume, 
treble, and bass controls right 



mind. Instead 
of placing the 
amplifiers inside the 
speaker enclosures, 
Audiophile powered 
the system's satel¬ 
lites and sub¬ 
woofer with a 
20-watt ex¬ 
ternal amplifier 
that also houses 
volume and 
power controls. 

This setup allows 
you to connect as 
many as four satellites, 
at makes connections 


the face of the satellites, The reasonably priced 5A/SW 300 somewhat less than 


than $200 to about which are the height and width of 
fat romance novel. With the 
shoe box- 


ut can't crank the 


intuitive. The u 


floor-most likely un¬ 
derneath your desk- 
this is a real back saver. 


distributes On/Off, bal¬ 
ance, and four other con- 


le-stereo copper 
instead of standard 

size subwoofer on the computer inputs and cords makes installation 
more difficult You’re forced to cope with such 
things as positive and negative leads and 
spring-release clasps, but you can connect the 
(The higher-end $250- speakers to your home system. To Audiophile's 
$300 ACS 300.1 model credit the inclusion of long speaker wires gives 
you plenty of placement options. 

The Audiophile produces clean, distortion- 
trols across both satellites.) free sound rather than big volume and bass. 
The ACS-53 produces The cigar box-size satellite speakers don’t 
precise, clear sound, especial- rely on compression circuits to crank up the 
ly on the high end, and we could volume, giving you a wider, more natural 

detect no extraneous noise when music dynamic range. Also, the Audiophiles’ wooden 

or sound wasn’t being played. But if speaker cabinets produce better natural 

$600), maximum volume, bass response, con- you’re looking for big, booming bass, this 27-watt acoustics than plastic. 

5 venience, and ease of setup. Overall, the setup may leave you hungry. The bass control on But if you want big volume and bass for high- 

5 Advent won the money-is-no-object prize, while the subwoofer adds some bottom end, but if you impact gaming, the foot-high subwoofer’s 

1 the SoundWorks offered the best value. really want to rock, you may want to move up to noticeable but polite bottom end may leave you 

I the 36-watt ACS 300.1, which offers a more pow- underwhelmed. In fact, Audiophile omits a bass 

| Altec Lansing ACS-53 erful subwoofer and higher-quality clamshell control. At $299, the Audiophile system may not 

o If you're looking for flexibility, you’ll find it in satellite speakers. (Altec Lansing; 800-648-6663; be a bargain, but it does have a beautiful high 

£ Altec’s extensive line of three-piece speaker PC/Mac, street price $140-180) 



end. (Audiophile; 800-727-6863; PC/Mac, $299) 
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Bose Acoustimass 
Multimedia 
Speaker System 

If you want sound that’s good and 
loud and don’t mind paying for it, you'll 
love the Bose Acoustimass Speaker 
System. The Acoustimass's sizable 18- 
inch-long bass speaker/amplifier pro¬ 
duces a booming low end-just perfect 
for the shotgun blasts and other 
unfriendly fire in your favorite action games. 
Detonating the boom is the bass module’s bi¬ 
amplification system, which delivers 50 watts 
to the bass driver and 20 watts to each satel¬ 
lite. This system has the fattest, richest bass 
of all five units we tested. 

But big volume with big bass aren’t the only 
benefits of the Acoustimass. The system also 
has enough volume range to please music 
lovers. In addition, the Bose system’s compact 
softball-size satellite speakers take up little 
space on your desktop. The Acoustimass also 
comes with enough copper speaker wire to 
separate satellites at opposite ends of the room. 

The Acoustimass isn’t perfect, though: 
High frequencies can get a bit muddy at high¬ 
er volumes, but considering the system’s vol¬ 
ume capacity, the slight noise and distortion 
are easy to ignore. And the precise volume, 
bass, and treble controls are inconveniently 
located on the subwoofer, not on a satellite. 
Like the Audiophile system, it would have 
been better for Bose to provide computer 
connectors and cables rather than the harder- 
to-connect composite cables and spring- 
release clasps. In general, though, if you’re 
willing to shell out almost $700, the Bose 


Acoustimass Multimedia 
point (Bose; 800-444-2673; PC/Mac, $699) 


Advent Powered 
Partners AV622 

Advent’s AV622 30-watt, stereo tuner-sized 
subwoofer is full-sized equipment, and with 
this size comes power. Though it doesn’t have 
the loudest bass, this $299 system provides a 
lot of bang for the buck. The Advent’s small 8- 
watt satellite speakers are remarkably crisp 
and distortion-free, even at top volumes. 

Want real excitement during high-octane 
action games? This system picks up both the 
high and low end and balances them so well 
that you’ll think your games are exploding 
around you. While the Advent’s bass amplifica¬ 
tion can’t match the Bose system’s, its overall 
balance and clarity are even better. 

Like the Bose Acoustimass, the Advent’s 
smallish, poorly marked controls are inconve¬ 
niently located on the subwoofer. But 
comes to setup, the Advent system wins h 
down. Just patch the speakers into the 
woofer, connect the system’s hybrid 
cord/speaker input into the sound-card 
and plug in the bass speaker. On 
hand, the power cord and speaker wire: 
have been longer. Overall, though, the Advent 
gives top performance at a reasonable price. 
(Advent; 800-477-3257; PC/Mac, $299) 

Cambridge 

SoundWorks 

If you want the highest quality sound at 
the lowest possible price, look no further 


won E*s Edi- 
Choice Award 


Upgrade; see March 
1995, page 49.) 

For less than 
$200, you get sur¬ 
prisingly good high, 
middle, and low 
sound frequencies 
in a truly compact 
package. The 
SoundWorks sys¬ 
tem won’t play as 
loud as the Bose 
and Advent sys- 
deep or full. It also 


these limitations 
by replacing the SoundWorks system, 
input cord with a 

$13 one that features a clip-on volume con¬ 
trol. In addition, attaching the copper speak¬ 
er cables to the back of the subwoofer is 
frustrating because of the narrow entry area. 
Adding controls to the satellites and using 
more appropriate computer-speaker cords 
would make SoundWorks the best overall 
system. Right now, it isn’t, but Cambridge 
has simply outpriced the competition. 
Even so, it’s a good system at a great price. 

undWorks; 800-367-4434; 
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By Christopher Lindquist 



Y ou’ve heard the hype. You’ve seen the 
stories. The age of Windows 95 is upon 
us. But just what the heck is Windows 95, and 


Unfortunately, it appears that compatibility 
may be Windows 95’s Achilles' heel. While the 
vast majority of Windows multimedia titles and 
games worked fine on our late beta copy of 
Windows 95, some DOS games ran extremely 
slowly, others ran without sound support, and still 
others wouldn’t run at all. 


the new Plug and Play standard should go a long 


basic input and output functions on your PC) and 
Plug and Play peripherals. 

Unless you bought your system in the last 
year or so, you probably don't have a Plug and 
Play-ready BIOS. Likewise, most older sound 
cards, drive controllers, and video cards don't 
support Plug and Play either. In some cases, 
though, you may be able to upgrade your old 
BIOS by contacting the system’s manufacturer. 

Fortunately, you can still reap some of Plug 
and Play’s benefits. When we installed Windows 
95 on an older 486/66 system, for example, it 
managed to install the correct drivers for all of 
our peripherals except a Kensington track ball. 
Luckily, Windows 95 doesn't require a mouse 
for basic operations, so we were able to correct 
the driver problem and be on our way in a mat¬ 
ter of minutes. 


cult to test new games. 
However, the commercial ver¬ 
sion of Windows 95 has not yet 
shipped, and Microsoft still 
claims it will fix these problems 
by the August ship date. Of 
course, we can also expect an 
ongoing series of upgrades as 
the infant operating system 


fiddling with jumpers, IRQs, and DMAs to get 
new games and hardware up and running, plus 
a lot of other goodies to make things go faster 
and smoother. But Microsoft took a mighty big 
bite when it undertook Windows 95, and now it’s 
time to see if the company can chew. 

Underneath the covers of its somewhat 
Mac-like interface, Windows 95 is an almost 
completely new operating system designed to 
take full advantage of 32-bit processors such 
as Intel’s 486 and Pentium chips. “Almost com¬ 
pletely new?” you ask. Yep. To remain compati¬ 
ble with the largest possible number of DOS 
and Windows 3.1 titles, Windows 95 contains 
some code with DOS fingerprints. 

It’s a compromise, but probably a smart one. 
Even if Microsoft had been able to build in 
some nifty new features at the expense of 


Gaming Gains 

Windows 95 also offers major boons specifically 
for multimedia and gaming. For starters, 
Windows 95 is a “multithreading" operating sys¬ 
tem. In English, that means Windows 95 games 


grows and matures. Consider the evolution of the 
original Windows, for example, from the virtually 
unusable early versions (does anyone remember 
Windows 286?) to today's relatively stable and 
solid 3.11. If Microsoft does not manage to 


game fans should be wary about dumping their 
current operating system. While Windows 95 will 
offer a “dual-boot” feature that will let users 
switch back to their old DOS version, it may not 
be worth the hassle 


ing power it needs to run smoothly. 

In addition to performance improvements 
over Windows 3.1, Windows 95 has the right 


decision would 
undoubtedly have crippled the company's 






















■ click on icons such as “My Computer” to 
jL^I call up ever-deepening lists of utilities 
;H| and applications. As on the Mac, you sim- 
'II ply click on icon names to change them, 
|l drag a box outline around multiple icons 
|| to select them, and delete icons by drag- 
11 ging them to the “Recycling Bin,” 
|| Windows 95's politically correct version of 
“| the Mac trash can. 

BS The convenience improvements 
don’t end there. Every time you start an 
application, its name and symbol appear on 
the Taskbar at the bottom or side of the 
screen, making it a snap to switch between 
running applications. The Taskbar’s Start but¬ 
ton brings up customizable nested menus 


succeed in gaming where Windows 3.1 
failed. Windows 95 includes a set of 
application programming interfaces, or 


performance games than those possible 
under Windows 3.1. These APIs provide high¬ 
speed access to graphics-acceleration hard¬ 
ware, a relatively easy way to create and mix 
sound, simplified multiplayer game connections, 
and support for digital peripherals such as 
advanced game controllers. The APIs, in con¬ 
junction with Microsoft’s Game Software 
Developers Kit, give game builders a fighting 
chance to create robust, high-speed games that 
equal anything available under DOS-minus the 
tech-support and configuration hassles. 


Even so, several game companies have 
already jumped on the Windows 95 bandwag¬ 
on. These early adopters include Mindscape, 
Accolade (which has already shown off a 
Windows 95 version of Super Bubsy, a fast- 
action scrolling game), and Magnet. And you 
can be certain that Microsoft’s Home division 
will have a few Windows 95 titles up its 
sleeve, too. 

Microsoft will also include a slick-looking pin¬ 
ball game in a Windows 95 add-on called the 
Plusl Pak for Windows 95. The Plusl Pak should 
be available before the end of the year and will 
include the pinball game, a data compression 
program, and a World Wide Web browser. 


and documents. And if you're one of the few 
who actually like Windows 3.1 ’s File Manager, 
you'll love the Windows Explorer, which gives 
you in-depth looks at all your available drives, 
including file size, type, date, drive size, and 
available space. 

So, when does the future of games and multi- 
media begin? At press time, Microsoft was still 
holding firm to a ship date this month for 
Windows 95. But many industry pundits claim 
the company won’t be able to do ft. The delays 


Multimedia Moves 

There’s more to life than games, of course; 
there’s multimedia, and Windows 95 boosts 
multimedia titles in several ways. Microsoft's 
Display Control Interface (DCI) lets titles with 
video take advantage of ever-more-common 
video acceleration cards, resulting in larger, 
smoother video playback, right up to full screen 
in many cases. Windows 95 also supports the 
enhanced CD or “CD Plus” standard, which lets 
you drop combination audio/data CDs into 
either your PC or your audio CD player without 
worrying that the data tracks will blow out your 
speakers. And forget about having to hunt for 
the audio controls: The taskbar contains a mas- 


Windows 95 will also support true high¬ 
speed 3-D gaming. Earlier this year, Microsoft 
purchased RenderMorphics, maker of the 
Reality Lab 3-D graphics library. This library 
gives game developers an easy way to create 
3-D objects that can take advantage of the 3-D 
acceleration chips soon to be found on many 
graphics cards. With the Reality Lab library and 
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Choosing local bus standards, 
revving up big hard drives, 
and picking the best system 
for the game. 



Catching the Right Bus 

I’ve heard there are a couple “local bus" 
standards out there, including VESA and 
PCI. Whafs the difference? Is one better 
than the other? Which one should I look 
for in a new Pentium? 

Eric Stills 


You probably wont have to worry about which 
is the “better” bus for much longer. PCI has the 
full force of Intel behind it, and the vast majority 
of Pentium systems around these days 
PCI as their exclusive local bus. 

That’s not necessarily a bad 
starters, PCI directly supports Plu 
which lets your computer 
system (such as Windows 
matically determine what 
peripherals are available on your PC 
and how to configure them. Also, on a 
Pentium, PCI can transfer data at up to 
twice the rate of VESA 
local bus, or VLB. 

PCI’s biggest dis¬ 
advantage is that its 
new slot design fits only 
PCI cards. In a pinch, VLB slots 
double as standard ISA slots to let 
hook up an old-style modem or sound car 

Early on, some people avoided PCI because 
few graphics-card and disk-controller vendors 
made products that used the bus, but almost 
every manufacturer now makes both PCI and 
VLB versions of their cards. 

Finally, be warned that while some Pentium 
systems claim to support both PCI and VLB- 
letting you use your older VLB cards now while 
providing an upgrade path for the future-these 
systems may not deliver all of PCI’s perfor¬ 
mance benefits. Your safest bet is to go with a 
PCI-only system. 

If you already own a VLB system, don’t 
worry. You should continue to see a good 
selection of add-in cards for your system for 
some time to come. But if you're looking for the 
cutting edge of PC hardware, PCI is definitely 
the way to go. 


Getting to Big Disks-Fast 

Windows users who are familiar with the 
Various built-in options available for 
increasing Windows’ speed and memory 
capacities know about things like 32-bit 
disk access and permanent swap files. 

What some people may not realize is 
that 32-bit disk access does not work on 
hard drives larger than 528MB. Do you 
-know if 32-bit disk access will work on a 


drive if you partition the drive 
'into sub-528MB volumes? If not, will 
Windows 95 support 32-bit disk access 
for larger drives? 

Mike Grattan 
Salinas, CA 

Well, according to Microsoft, the short answers 
to your questions are “No” and “Yes." 

But I suppose you want more info than that, 
so here's the scoop. Even if you partition a drive 
larger than 528MB into two “logical” volumes of 
less than 528MB each, you still can’t use the 
faster 32-bit disk access in Windows 3.1 (16-bit 
access is standard). 

Windows 95 solves that problem-at least in 
some cases. For Windows 95 to support a 
“large” IDE drive, your computer must meet 
certain technical requirements. In general 


terms, your system’s BlOS-or “basic in/out 
system,” the code that lets the CPU talk to 
peripherals-must support certain standard 
ways of talking to hard drives. The Phoenix 
Enhanced BIOS specification is one such stan¬ 
dard that Windows 95 will understand. Windows 
95 will also support 528MB-plus drives that use 
disk managers such as OnTrack’s Disk 
Manager (version 6.03 or greater) or EZ-Drive 
from MicroHouse. 

Now, how do you know whether your sys¬ 
tem meets these requirements? Your best 
is to check with the computer’s manu- 
or the store where you bought it 
yet Windows 95 should be able to 
out your system and automatically 
the fastest way it can get to 
your hard drive. 

Windows 

works just fine when I 
but I don't hear 
using Windows. How 

I get it to work? 

CA 

Okay, the DOS games work, so we can assume 
that your speakers are hooked up properly. 
After that you can try several things to fix a PC 
that’s soundless under Windows. 

First make sure you installed the Windows 
drivers that came with your sound card. If 
you’re sure you did this correctly, go to the 
Control Panel in the Main group and click on 
the Sound icon. Make sure the Enable System 
Sounds check box is selected, then click the 
Test button. If you hear a sound, everything 
should be OK. If not find the sound mixer for 
your sound card (an icon for it should be locat¬ 
ed in your sound card's program group). Make 
sure the volume controls are set quite high and 
go back to try the Test button again. 

If you still don’t hear anything, check your 
sound card’s manuals for any troubleshooting 
info, or call tech support Isn’t it so nice that 
Windows removes all those pesky configura¬ 
tion problems? 
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The Best Place to Play? 

Help! I have both a 3D0 Multiplayer and a Pentium PC, and I’ve 
^lirany games are coming out for both 3D0 and PC. 
WhicMersion of these games should I buy? After seeing Rebel 
Assault on my friend's PC, I bought it for my 3D0, but it didn't 
look nearly as good. On the other hand, FIFA Soccer for 3D0 
absolutely blows away the PC version. 

Steven Bouchie 
Buffalo, NY 


You’ve basically answered your own question: Which version to buy 
depends completely on the game. High-res Super VGA titles that will 
stun you on a PC take some serious graphics hits when played on a TV 
with a 3DO Multiplayer, while high-speed action games that rely on 
3D0’s 3-D graphics handling will seem stuck in the mud on a PC. 

That’s beginning to change, however: A wave of 3-D video accel¬ 
eration boards due for the PC this fall will bring high-quality, fast- 
action sequences to computer screens as well. So PCs should 
soon be able to handle games like FIFA Soccer in a much more 
impressive manner. 

All we can say is, “Be careful out there." If you see a game that looks 
great on a PC, don’t assume it will translate well to your 3DO and vice 
versa. E 2 covered this phenomenon earlier in the year (“The Playing 
Fields,” February 1995, page 46) and we’ll occasionally review games 
as they appear on new platforms, noting any differences. In the mean¬ 
time, spend some time trying out new titles at the store, or get access 
to an online service like America Online or CompuServe and ask other 
gamers about their experiences. 

Fax, mail, or e-mail your queries to the S.O.S. staff at: 

• Electronic Entertainment, 951 Mariner’s Island Blvd, 

Suite 700, San Mateo, CA 94404 

• Fax:415-349-7781 • CompuServe: 73361,263 

• America Online: ElecEnt • Internet: clindquist@iftw.com 

Sorry, but we can't send personal responses to every question. | 




Escape HIGH 


Cable Bills 


Cable Converters & Descramblers 


« 

5-2330 


Multi-Vision Electronics, Inc. 


• Delete costly cable 
bills by purchasing your 
own cable box! 


• Call to receive the best 
in Prices and Customer 
Service. 


• Open your eyes and 
see the vision, Multi- 


Advertising Sales Offices 


Jim Shepherd, National Advertising Director 

951 Mariner's Island Blvd., Suite 700, San Mateo, CA 94404 

Tel: (415) 286-2530 

Fax: (415) 349-8532 

Susan Crown, 

Manisha Patel, 

Advertising Services Manager 

Advertising Coordinator 

(415) 286-2598 

(415) 286-2516 

Western United States 

Eastern United States 

Stephen McGill 

John McMahon, Regional Manager 

Regional Sales Manager 

Pamela Raass, Sales Associate 

Cathy langhaar, Sales Associate 
Continental Plaza Three 

951 Mariner's Island Blvd., Suite 700, 

433 Hackensack Ave., 8th Floor 

San Mateo, CA 94404 

Hackensack, NJ 07601 

Tel: (415) 286-2514 

Tel: (201)489-1155 

Fax:(415)349-8532 

Fax:(201)489-6277 

Electronic Entertainment Marketplace 

Shannon Gehring, Account Executive 

951 Mariner's Island Blvd., Suite 700, 

San Mateo, CA 94404 

Tel: (415) 286-2552 

Fax: (415) 349-8532 

List Rentals 

Reprints 

Randy Randolph 

Rebecca Patton 

Fullfillment Specialist 
(415)286-2505 

Marketing Coordinator 
(415)286-2562 
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UP TO 6 CDs FOR 

nniF«' 


will beat any price in this publication 
... call for 3DO or CDi titles. 




Wicked Photo CD 
Mark of Zara Photo CD 
Cat & Mouse Photo CD (PC) 
Hooter Heaven Photo CD 
Heidi's Girls X Volume 
Double Play 1,2 
Adult Palate 2 
American Girls 1, 2 
Asian Palate 
High Volume Nudes 
Elite European Models 1,2 
Elite American Models 1,2 
European Erotic (3 DISC Set) 
Blonde Bombshells 
Cover Girls 

Garo Collection (Japanese) 


1-800 6101 CMS 


Must Be 21 Years Old 

FREE CD ADULT SAMPLER 
With Purchase! 

CD-ROM 

HULTIHEDIR t SPECIALTIES 


1336 Moorpark Road, Suite 200 
Thousand Oaks, CA91360 


E-MAIL: cdmulti@aol.com 
Dealer Inquiries Welcome 

SHIPPING IN 

• 2nd Day - $7.25 • Next Day - $16.25 

• Foreign Orders - $ Call 


No C.O.D.s All Sales Final, Checks O.K. 


Fax Order Line • 805 495-3644 
Inti Order Line *805-373-8945 


Mifm 

Screen Candy Screensaver (PC) 

Hidden Obsessions 

After Midnight Screensaver (PC) 

The Other Side Of Chelsea 

S*x And Money 

Parlor Games 

Beverly Hills 90269 

The Fisherman's Wife 

Oriental Action 

Girls Will Be Boys 

House Of Sleeping Beauties 

B*ttmans European Vacation 

Hustler Honey Centerfolds 

The Erotic Eighties 

Blonde Justice 

Girls Doin' Girls 1,2 

Swap 2 

Intimate Journey 
New Lovers 
Geranalmo 
Blondage 

True Legends Of Modern Era 
A P*ssy Called Wanda 
Legends Of P*rn 1,2 
New Wave H**kers 1,2 
Night Trips 2 
Traci I Love You 
Private: Lady In Spain 
Private: Video Magazine 
Model Wife 
Put It In Gere 
Super Cyber S*x 
Blonde Bombshells 

Adventures Of Mikki Finn 
(2 Disc Set) 

Adult Superstars 1 
Barlow Affairs 
Inferno 

Baby's Got B*tt 
Wild Innocence 
Last Girl Scout 
Night Creatures 
Lethal Passion 
101 S*x Positions 1, 2 
Voices In My Bed 


Total Fantasy 
Giffy Gold, 1,2 
Keyhole Fantasies 
Pixels of Passion 1,2,3 
Danish Fantasies 
High Class Fantasies 1,2,3 
Combined Fantasies 
FAO ORIGINAL (3 DISC) 

FAO GOLD (3 DISC) 

2 THE MAXX T&A (6 DISC) 
(Counts as 4) 

FAO 6 PACK (6 DISC) 

(Counts as 4) 

-U’J'-BJJ- 

aA Jj _T J A'_E3 (Counts as 2) 
Immoral Combat (NEW RELEASE) 
Pleasure Zones 
Hot Slots 

Superstars of Japanese P*rn 
Velvet Dreams 
Nightwatch 2 
Dirty Debutantes 
Tabloid Beauties 
Texas Table Dance 
Maddams Family 
Virgins 1,2 
Mind Teazzer 
Samurai Pervert 
Tokyo Nightlife Interactive 
Scissors & Stones (MAC/PC) 

See Some 3 Some 
Peepshow 
Spy Club Interactive 
Vampire's Kiss 
Dream Machine 
Seymore B*tts 1, 2 
Penthouse Photo Shoot 1,2 or 3 
(Each counts as 4) 

Men In Motion 
The Adv. Of Snatchman 
Club Cyberlesque 
Wander Lust 
Sorority House 
Virtual Vegas 


Space Sirens 
Virtual Vixens 
Neurodancer 


Join Our BBS • 805 373-2965 
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ADULTS ONLY 


Call 800-699-4263 Int’l 802-767-3033 
Fax 802-767-3382 Source 10345 




PO Box 234 Dept. 10345 Rochester, VT 05767 












M E G A B A B , E S FROM AJIA 


/tAn Adult 
Interactive 
Game on 
CD-ROM. 


W A 



Promising to be 
even better 
than the 1st 

SPACE SIRENS 
-Curreiftly the 
#7 Adult Title 
in the World! 'V 


Initiate Contact with 
P CyberSpace: 

X1A 


An Interactive Game On CD-ROM 
PIXIS presents AN ADULT CD-ROM GAME 

XIA MIMI MIYAGI and MISHA w„n tN .vTETSUO 0 ™RYU SHINOBI mm«m «»»««R. BOE 

VI'jllAI EfflTIS BY D. LO GRAPHIC DtSIGN BY KINO Will LEON WAS UfilIM UiSIKIlP F. GADO IMD PROCRAMMER ANTHONY GOMEZ 

rataSSEsj er I,eoby MARK MEDIA «B»TASC A PIXIS RELEASE P-I-X-I-S 


$ 59 * 


Off the regular price of 
$69.95 and a FflfFPIXIS 
Sampler 3 CD-ROM 
(A $9.93<ValueL . 


800.999.799^ 

TEL: 2 01 7 8 3.3 60 0 
FAX: 201/83.3686 

Send Qfders To: 
Mission Control, 7 Oak 
\ Place - EEfvl 0895-PIX - 
NvIgntcWiff NJ 07042. MC, 
Visa, Discover, Checks 8. 
Money Orders. Shipping $7 
OVERNIGHT (most areas) 
Must be 2V To Order. 










our new iindte Possibilities cd-rom 

IS SO HOT THEY WON’T LET US 
SHOW IT TO YOU. 


Play Intimate Possibilities and participate in our 35 hot, intimate 
encounters! There are literally thousands of possible storylines with 
the exclusive company of 4 eager female hardbodies exposing 15 
erotic tropical locations in this 2 1/2 hour VR Cinema™ 
interactive experience. We broke all the rules and defied most 
laws of physics in creating the most talked about game of 1995. 










Interactive CDs 

Vixens 2: Space Sirer 


$57.99 

$47.99 

$37.99 


Vampire Kiss 

The Maddam’s Family 

Paradise Club Interactiv 


OUT2-J 


The Adventures of Mikki Finn 
(New!! Double-spin 2 disc set) 
Max, The Naughty Dog 
Buttman's Euro Vacation 

Screen Savers 

I Screen Candy Screen Saver 
[ After Midnight Screen Saver 

Digital Movies 

Cat & Mouse 

House of Sleeping Beauties 
Sleepwalker 

I The Other Side of Chelsea 
Hidden Agenda 

I Call for more titles! 


CALL FOR A CATALOG TODAY! 


5jj:5{Y»4«CD 


■AX - 1(310)2 7S-7 I 98 - FAX 

South Robertson Blvd. #541 Beverly 
Hills, California 9021 I 


Call us now to order M-F 8-6 PM CST 


l\Ti;iU(TIVK CD-ROMS 

Blondage .$35 

Hot Slots.$49 

Seymore Butts II .... $49 

Vampire’s Kiss .$49 

Venus Interactive ... $49 

Virgins I .$39 

Virgins II .$39 

Virgins III (NEW) ... $39 f» 

Virtual Sex Shoot ... $49 


Free! Adult cn-noM 


The Sexy 6-Pach oni y $ 49.99 

From Digital Playground A $ 150 value 


NOT 

.Yew Release! 


- fill itll\ 


SLPHII S1VEII HI MILES (4 CD-ROMS each) ^ 

Vampire Bundle.$99 

Vampire’s Kiss, Dripping with Desire, Elite Euro I, Sampler 

Virtual Sex Shoot Bundle.$99 

Virtual Sex Shoot, Dripping with Desire, Elite Euro I, Sampler 

Virgins Bundle.$99 

Virgins 3, Dripping with Desire, Elite Euro I, Sample 

Seymore Butts II Bundle.$99 

Seymore Butts II, Dripping with Desire, Elite Euro I, Sample 

Venus Interactive Bundle.$99 

Venus Interactive, Dripping with Desire, Elite Euro I, Sample 
VIRGINS 


Elite European Models I 
Erotic Virtual Sampler 
Baby’s Got Butt 
Sexual Instinct 
Barlow Affairs 
Inferno 

Checl ^^ ^^ffder to: 

CD DISCOUNT 


Baby’s Got Butt . . . 
Big BooB Babes . : . 
Dripping with .Desire 
Hidden Obsessions . . 
Sexual Instinct .... 


IIMHjflJDISKS/ 

' Elite American Girls I $ 
Elite American Girls II 5 
Elite'furopean Girls I $ 
Elite European Girls II $ 


( 800 ) 990-9077 

" Foreign orders (818) 772-6969 Fax orders 818-773-8314 


Virtual Sex Shoot 

by Digital Playground 

Immerse yourself in a virtu¬ 
al adult playground, using 
the revolutionary 
QuicktimeVR to experi¬ 
ence virtual sex like you 
never have before.The most 
advanced game of its kind! 

Virtual Sex Shoot features: 

User-controlled multi-camera 
switching 

Breathtaking 3-D graphics 
■ Full-screen video 
360° VIRTUAL VISION 1 ” _•« 
QuicktimeVR 























PMED1 


OTHER CD-ROM MAGAZINES STEP ASIDE 

IT’S TIME TO GO DIGITAL! 







Download our Catalog with 


/ -800-CDR0M-13 

Fax orders: 214-488-2109 (US, Canada and Mexico only) 
Phone:214-241-0724 pjgpjmj r 
Mon-Thur 9am-9pm Fri-Sat 9am-6pm Sun 12-6pmCST 
We offer the only NO RISK return policy. 

If not completely satisfied with your purchase, exchange it for something else! _ 

>ur entire selection and descriptions. BBS 214-241-4754. 




Street Atlas USA v2 0 $ S9 Sorry, uue to tlie overwtieimmg popularity o* our used CU s, our prices and titles are subject to change. Wa Cool Windows Games S 11 

0TORJ400TITLE STOOJK! 


OVER lOOO NEW CD-ROM TITLES UNDER $30 


WE WILL MEET OR BEAT ANY PRICE IN THIS PUBLICATION! 


National CD-ROM • 800-237-6613 • 1100$ Indian Trail Suite 101-A Dallas, Texas 7S229 


































Enter the 


You're smart if you enter our contest and subscribe to 
Interactive Quarterly", the hot new magazine that 
gives you the inside track on 
Adult.CD-ROM software. 

IQ features stories on the incredible 
lifestyles apd creative breakthroughs of the 
TfY < stars and star-makers of Adult CD-ROMs plus product 

' ~ reviews to guide you in your searcf) for interactive 

pleasure and perfection. 



EKSCRIBE! 

YES! Start my subscription to Interactive Quarterly" for $9.95 
& send my FREE Adult CD sampler: (check one) 



“ New Machine □ Pixis Interactive 1 Arcus 1 Digital Playground 



Signature 

Mail to: IQ, EE0895r55 IValley Road, Suite 373, Montclair, NJ 
07043, fax: 201-783-3686 or E Mail at: IQMAG@aol.com. 


MARKETPLACE 

















Finishing 



CATHOLIC SCHOOL 

INTERACTIVE 


Catholic School Interactive is a unique 
first-person-perspective adventure that 
combines elements from many popular 
games to recreate the thrills and chills of 
the Catholic School experience. The ulti¬ 
mate K-through-12 experience comes in 
a special patent-leather jewel case with 

Goal To make it to graduation without 
damaged knuckles, bad report cards, or 
hairy palms. 

Highlights In the spirit of Doom: Grab 
all the weapons you see (rubber bands, 
spitballs, inkwells, gum) and use them to 
fend off bullies, clergy, and the freckle¬ 
faced pigtail demon. Deny everything if 
you get caught. 

In the spirit of Glider Pro: Keep paper 
airplanes out of Sister’s sight, or you’ll be 
clapping erasers after school. 

In the spirit of Games For Her In¬ 


teractive’s McKenzie & Co.: Score the 
coolest date to the prom...but no slow 
dancing when you get there. 

In the spirit of Chuck Yeager’s Air 
Combat: Nun with a ruler on your six! 
Break! Break! 

In the spirit of Mortal Kombat: Who’s 
that at level 40? Could it be...Satan??!? 

And consider these clever add-ons 

In the spirit of interactive encyclopedia 
titles: Compton’s Interactive Catechism, 
the ultimate FAQ (frequently asked ques¬ 
tions) on CD-ROM, complete with 
hypertext biblical references and video 
interviews of the 12 apostles. Bonus 
game: Name That Altar Boy lets you 
guess the identities of 25 famous faces 
from their altar-boy photos. 

In the spirit of Mangia cookbooks on 
disc: Cafeteria, a recipe guide for mys¬ 
tery meat, gray veggies, fish sticks, and 
green Jell-O. 


ft sues 


he video erotica industry has 


dom machines, then sit back and 

course, some game titles 

f made big business out of mis¬ 


watch the fun. 

don’t need to be changed 

appropriating movie titles with releases 


Microsoft Boob A warm, nurturing inter- 

to reveal their erotic potential. 

like Pulp Friction and Honey 1 Blew 


Johnny Pneumatic Our pumped-up star 

Just think about... 

Everybody. Maybe the same thing will 


makes like a jackhammer. 


happen in the interactive arena. Are you 


XXX-Wing Perfect your skills and learn 

Alone in the Dark 

ready for... 


the kind of stunts that'll earn you 

Blown Away 



admission to the Mile-High Club. 

Day of the Tentacle 

Schwing Commander III Grab your 


Magic Carpetburns See what happens 

Dominus 

stick and take to the skies. 


when too much Mana starts rubbing you 

Double Switch 

Panic in the Dark Wait a minute! Who 


the wrong way. 

Eat My Photons! 

are you?!? 


Pump-lt Motel Take a mysterious trip to 

Gadget 

TIEd-Up Fighter Struggle against the 


a strange, dank place where the rooms 

Hard Ball IV 

tight grasp of the dark side of the Force. 

rent by the hour. 

Jump Raven 

Escape to a new freedom that only the 


Total Contortion Passion and intrigue- 

PegLeg 

adventurous can enjoy. 


with a twist. 

Rise of the Robots 

S/M Tower Mix kinky proclivities with 


Kink’s Quest VII The Princeless Bride- 

Slam City with Scottie Pippen 

good, solid business principles to create 

an all-girl adventure. 

Snatcher 

a successful high-rise dungeon. 


Millennium Action Tonight I'm gonna 

Take Your Best Shot 

SimOrgy 2000 You decide where to 


party like it's 1999. 

The Silver Seed 

place mirrors, mattresses, and con- 


Club Head Use your imagination. 

'Nuff said. 
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After hearing his 
favorite games on 
a Sound Blaster, 
Vincent regretted 


| ^ | Inferior sound cards can drive you to some 
r^f crazy ends. Sound effects built into this year’s 
I.W1-4H.J hottest new games might seem muffled and I 
flat. Like you’re only getting half the experience. 

But a Sound Blaster'" sound card can spare you that 
insanity. You get real 16-bit, CD-quality sound that bring ® 
games to life. You hear ships explode, swords clash, tires 
squeal. That’s why Sound Blaster is the PC sound standard. 



So only buy genuine Sound Blaster cards. And look for 
the Sound Blaster Compatibility Logo on software and 
multimedia kits as well. That way, your software will sound 
exactly like it should. And you won’t feel a tinge of regret. 
There are six different Sound Blaster sound catds to satisfy 
themostdiscemingear. CR rrAj, V rr 
To find the one that’s best for .... 

you, call 1-800-998-5227 Ext. 114. J 







Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us at www.retromags.com 

is made from these scans, nor do we offer anything 
available from the Publishers themselves. 

i selling releases from 
t them and do let us know. 
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